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Introduction 


T his book is intended for everyone who enjoys Red Alert, and has taken the 
trouble to read the game’s manual and Read Me file. It does not repeat infor- 
mation already provided with the game, unless it is necessary to make a point 
or place something in the proper context. 

Unless you’re quite familiar with the original C&C and somewhat familiar with 
Red Alert, you shouldn’t attempt to jump straight to the mission descriptions 
(Chapters 3 and 4). For instance, you won’t know what a classic Soviet attack forma- 
tion looks like (and what you eat it with) unless you’ve seen one in action, or have 

read about it in the first two chapters. 

I hope you’ll find this book as useful as Red Alert is enjoyable. 


Chapter 1 


Units and Unit Tactics 


R ed Alert features an array of exciting units — “exciting” because they have 
truly unique characteristics. Such sharply defined characteristics mean you 
must use these units correctly for them to be effective. In this chapter I discuss 
all Red Alert units in detail, together with special unit tactics. 

I discuss structures in a practical context in Chapter 2; the manual covers them, 
and they’re featured in the structure sale price appendix at the end of this book, so I 
won’t include them in this chapter. I think it’s better to use this book s somewhat lim- 
ited space to provide truly useful unit information rather than rehash what’s discussed 
elsewhere. The information in the following unit entries and in Chapter 2 illustrates 
how easy (or difficult) it is to destroy a given structure, and what weapons are most 
effective for doing so. Treat this as both a guide to demolition, and a warning. 

Most unit entries — Cost, Speed, Firing Range, and so on — are self-explana- 
tory. “Combat Readiness” describes, in the usual relative terms, the time that 
elapses between the issuance of attack orders and their execution. It also considers 
reload times. 


INFANTRY 

Red Alert features all the infantry types that appeared in the original C&C, with the 
exception of the comically ineffectual Chemical Warrior. There are also several new 
characters, along with an altogether new type of grunt: Attack Dogs. Red Alert classi- 
fies these as infantry; you can’t train any soldiers while training a Dog. Dogs are the 
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In spite of all these new additions, infantry still isn’t as important as vehicles, just 
as in the old C&C. Again, this is especially evident in multiplayer games. 

The following sections group pedestrian types into combat and noncombat units. 

Soldiers and Dogs 

Combat infantry in Red Alert differs between the Allies and the Soviets, and differs 
still further in single- and multiplayer games. Therefore, I’ve grouped all the types 
together, regardless of size and according to cost. Cost is an important factor in train- 
ing choices; and on many occasions, you’ll have the opportunity to lead infantry 
from both sides. 


Rifle infantry 

Cost: 1 00 Credits 

Time to Build: Very Short 

Spotting Range: Short 
Speed: Slow 
Firing Range: Short 
Combat Readiness: Very High 


The Rifle Soldier is one of the game’s most versatile units. He’s predictably good at 
fighting other infantry, with the possible exception of Flamethrowers. However, he 
also does well in squads against lightly armored buildings such as Barracks, Power 
Plants, and Ore Refineries. The Rifle Soldier has the shortest reload time of any game 
unit; he can shoot twice in the time it takes a Light Tank to fire once. Well-managed 
Rifle Infantry may score impressive victories over vehicles, but any Soviet vehicle 
can crush them, and Dogs can chew them up. It ain’t easy being a grunt. 

I tend to use strong squads of Rifle Infantry (four to five) for offensive purposes, 
and weak squads (two or three) for defense. I only use single Rifle Soldiers as recon 
units when starting a new game with little in the way of credits and units. You can 
also attach them to squads of AA Rocket Soldiers to provide some protection from 
those fearless, parachuting pilots. 

Red Alert’s AI tends to use Rifle Infantry as support troops for other, more expen- 
sive types of infantry, as sentries, and as support for vehicles. They also serve as can- 
non fodder in desperate attacks that sometimes take place near the end of a game. 

The computer-controlled units usually regard Rifle Infantry as the gravest possi- 
ble threat; Tanks switch targets especially quickly when attacked by infantry. Watch 
out: Red Alert’s computer-led Tanks are expert at squashing foot soldiers! 
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Attack Dog 

Cost: 200 Credits 

Time to Build: Short 
Spotting Range: Medium 
Speed: Slow (Medium when targeted) 
Strike Range: Leaps Two Tiles 

Combat Readiness: High 


Dogs are a highly original unit. They speed up considerably when targeted on an 
enemy soldier (vehicles aren’t valid targets). It’s very effective against walking 
infantry, but useless against stationary soldiers. It can sniff out Spies, but finds it hard 

to avoid enemy vehicles attempting to run it over. 

Dogs on guard may be useful in protecting your base: Just set them onto advanc- 
ing enemy infantry (as long as they’re computer-led!). Human players tend to mas- 
sacre Dogs, and if you pay attention, you should have no trouble recognizing Spies 
yourself. Most of your infantry should be grouped in squads, so a lone walking soldier 
sticks out like a sore thumb. (The possibility that a determined human opponent will 
spend a couple of thousand credits on a squad of Spies is remote, to say the least.) 

Dogs are most valuable at the start of a single-player campaign, when their 
extended spotting range can be useful. Later, they play a rather limited role 
although they do figure prominently in special missions, especially when you re 
playing the Allied side! Watch out: Dogs in those missions seem to have a spotting 
radius of five tiles rather than three. 

Dogs won’t sniff out a Spy if they’re on their way somewhere. I’ve seen a Dog 
brush my Spy’s pant leg in the course of the infamous Allied Mission 13a. It just con- 
tinued on its way! 
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Flamethrower 

Cost: 300 Credits 

Time to Build: Short 

Spotting Range: Short 

Speed: Very Slow 

Firing Range: Short to Medium 

Combat Readiness: Average to High 


The Flamethrower is a Soviet specialty. It’s predictably lethal against other infantry, 
and against structures. They aren’t well-equipped to deal with moving vehicles; their 
low speed makes them vulnerable to getting run over. Deploy Flamethrowers singly 
or in pairs, making sure they don’t torch each other or nearby friendly infantry. They 
can be useful in base defense, and less so when attacking under fire: They’re slow, 
and a lucky hit kills them and neighboring troops instantly. 

Flamethrowers are also predictably good at destroying structures. Maybe this is 
why the AI likes to deploy them in squads and send them on long treks to your base. 

Don’t fight Flamethrowers with other infantry. Use Light Tanks instead, and run 
them over. 


Tanya 

Cost: 1,200 Credits 

Time to Build: Long 

Spotting Range: Long 

Speed: Medium 

Firing Range: Medium to Long 

Combat Readiness: Uneven (Usually High) 


Tanya, the new and improved, nonsmoking commando, is something of a disappoint- 
ment in some respects, and a pleasant surprise in others. She excels in blowing stuff up, 
and does fairly well when asked to shoot someone, although occasionally she needs 
some prompting. However, she’s almost totally useless when deployed in defense, even 
if left in the Guard mode. Don’t make the mistake of leaving her as a sentry ! 

You’ll use Tanya repeatedly in the course of the Allied campaign, and face her 
once. (Fortunately, you won’t have to deal with her; a Flame Tower will do the job 

for you.) 
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Non-Combat Units 

Non-combat units include a variety of types that are quite expensive and, unhappily, 
of limited usefulness. Red Alert’s take on James Bond — the Spy — is perhaps its 

nicest addition. 


Spy 

Cost: 500 Credits 

Time to Build: Medium 
Spotting Range: Medium 
Speed: Slow 


The Spy is an Allied specialty. In theory, it’s a very attractive unit: Instruct him to 
enter an enemy building, and you’ll receive information about what’s going on m that 
building from that time on, until the building is destroyed. A Spy who infiltrates a 
Construction Yard or War Factory will tell you what the enemy s building, into 
Barracks, what soldiers they’re training; into a Refinery, how many credits your 


opponent has. 

In my experience, only this last option is worthwhile. Although infiltrating the 
Construction Yard potentially is useful, it’s far more difficult. As I’ve said, it’s not 
hard to spot a Spy, and Construction Yards are usually under close watch. Spies also 
may be useful for reconnaissance purposes in very special circumstances. (By the 

time they’re available, other recon options are often more practical.) 

Infiltrating a building can be counterproductive; clicking on an infiltrated War 
Factory won’t disclose its health anymore. I find that knowing what unit is being pro- 
duced doesn’t outweigh this drawback. The Ore Refinery is the best place to send 
your James Bond; just don’t destroy it, or you’ll lose your secret information 

pipeline, as well. 

The Spy can help you locate Red Subs using the Sonar Pulse, obtained by infil- 
trating a Sub Pen (a procedure complicated by the need to enter from one specific 
tile. From time to time, you’ll receive an updated picture of the Sub situation. This is 


useful in Allied Level 1 1 missions, and less so elsewhere. 

The AI doesn’t use Spies, except in a “model” mission (Soviet Level 3). It does 
“accidentally” crush them under vehicles: Take care around crowded base entrances. 
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nuclear blast, but the units inside do). The Soviets are in a much more difficult posi- 
tion, because the Chinook offers no similar protection to embarked troops. 

The computer player likes to use Engineers, and will send them on senseless 
raids on your base. Usually, they all die well before they get anywhere close; over 
many, many games I lost a building to enemy Engineers only once (an empty 
Airfield, through sheer negligence). Usually, a single computer-led Engineer dam- 
ages one of your buildings slightly, at worst. 


Medic 

Cost: 800 Credits 

Time to Build: Long 
Spotting Range: Very Short 
Speed: Slow 


I’ve mentioned that the Medic heals soldiers. He does the job better if you tell him 
which guys to heal; otherwise he tends to take on the easy jobs first, letting half-dead 
soldiers go untreated. I’ve also noticed that attempts to hurry him were mildly suc- 
cessful; he moved into action more quickly than he otherwise would have. 

To heal a Medic, you need another Medic — or a miracle, such as a Health Orb. 
Naturally, you should do everything in your power to protect him from harm; it’s an 
expensive unit. It’s painful, but you can’t avoid losing one or two when you repeat- 
edly deploy them with AA Rocket Soldiers in the field. 

Combat Vehicles 

Combat vehicles comprise the most numerous unit category. Further divisions exist 
within that category— armor (Tanks), and soft-skinned vehicles (virtually every- 

thing else). 

As in the older C&C, vehicles continue to rule the field, especially in multiplayer 
games. This is a bit disappointing: I expected infantry to receive combat characteris- 
tics that made it a more valuable field unit. 

Vehicles inevitably form the backbone of every base defense force. While base 
defense always involves infantry to a greater degree than do field battles, there’s 
nothing really that can duplicate the punch and versatility of a group of Tanks. 

As with infantry, I’ve arranged the vehicles by cost. 
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Artillery 

Cost: 600 Credits 

Time to Build: Medium 
Spotting Range: Medium 
Speed: Low to Medium 
Firing Range: Long 
Combat Readiness: Low 


Artillery is yet another transplant from the arsenals of the original C&C. It’s signifi- 
cantly more expensive, at 600 credits, but its performance seems slightly improved. 
An Artillery piece that has gathered speed can move surprisingly fast. 

Artillery is most effective against enemy infantry and structures, but it also can 
assist Allied Tanks in tackling Soviet armor. Because Allied Tanks are on the light 
side, the punch of a couple of Artillery pieces hidden behind the Tanks can go a long 
way (as you may discover when playing the late Soviet missions). It’s particularly 
good at helping out with Mammoths — big, slow-moving targets — and you can 
deploy them as the anti-infantry weapon of choice in mobile groups. 

Artillery shines in base defense. Placed behind a wall, it can hit the enemy with- 
out taking hits in return, unless the enemy brings up V2 Launchers. A single hit from 
a V2 wipes out an Artillery piece; the reverse isn’t true. 

Artillery’s relatively low speed and light armor make it pretty vulnerable. A pair 
of Yaks can destroy a stationary piece in a single strafing run; a moving piece might 
call for three or four Yaks or two to three MIGs. It can’t take punishment, and must 
be well-protected if it’s to play any meaningful role in combat. Withdraw it as soon 
as it’s damaged; it takes only a few hits to wipe it out. It also tends to be inaccurate at 
extreme range (five tiles). 
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and start shooting at a structure. You can lose a lot of infantry if you don’t move them 
fast enough, though. 

Light Tanks do have a drawback: They’re pretty poor at destroying enemy struc- 
tures. Don’t emulate the computer; let the Lights shoot at a building only if they 
really have nothing better to do. During base strikes, I use Lights to keep the enemy 
at bay while my Medium Tanks and Artillery beaver away. 


V2 Rocket Launcher 

Cost: 700 Credits 

Time to Build: Medium 
Spotting Range: — 

Speed: Medium 

Firing Range: Very Long 

Combat Readiness: Very Low 


The V2 rocket is the game’s most devastating conventional weapon. Unfortunately — 
or fortunately, depending which side you’re on — the launcher only carries one of 

those, and takes a very long time to reload. 

V2 rockets are good against all stationary targets, and bad at hitting anything that 
moves. The rockets take a long time to reach the target; the distance is considerable. 
Nevertheless, a direct hit on a (stationary) Allied Medium Tank can instantly drop it 
into red; it will destroy an Artillery piece or Ranger outright. V2 rockets kill infantry 
in the neighborhood of the explosion. I’ve seen them wipe out seven or eight guys 
and wound more time and again. 

The Soviet Rocket Launcher is predictably good against all structures; Allied 
Pillboxes, Turrets, and Advanced Power Plants take only two hits to destroy. The best 
way to use V2s is to set them up in the classic Soviet assault formation — a wall of 
Tanks in front (preferably Mammoths), more Tanks on the wings (Heavy Tanks), and 
V2s in the rear. It sounds like a major undertaking, but three Mammoths, four 
Heavies, and four V2s (one slightly to the rear, to fire at counterattacking infantry) 
can launch a devastating strike against a base of any size. That amount of weaponry 
isn’t so hard to assemble. 

V2s are highly vulnerable to all enemy attacks, infantry or vehicle. They can 
crush infantry, particularly if this doesn’t involve turning sharply and they re already 
rolling along at speed. Get them out and away as soon as they re in danger, and park 
them a short way back while your Tanks sort out the problem. If the Tanks can’t, they 
can retreat toward the V2s, which often will have reloaded in the meantime. 
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Armored Personnel Carrier 

Cost: 800 Credits 

Time to Build: Medium 
Spotting Range: Medium 
Speed: Fast 
Firing Range: Medium 
Combat Readiness: High 


The APC was one of the most wonderful units in the old C&C, and it returns here in 
full glory. No soldier can move fast enough to avoid its tracks. The ability to carry 
five infantry makes the APC a very dangerous weapon in good hands. 

I use the APC as storage space for precious foot units — everyone inside survives 
a nuclear blast untouched. It serves me extensively as a taxi for AA Rocket Infantry, 
commando-led base-strike teams, Engineers, even the occasional Spy who finds 
evening shoes a bit tight. Just make sure you release the Spy when the APC isn t 
being fired on — the Spy is very fragile, and easily dies from nearby grenade blasts 
and shell explosions. The APC can help you get rid of all unpleasant Attack Dogs 
before the Spy makes his exit! 

The APC’s armor is significantly thinner than the Light Tank’s, but its speed 
enables it to escape most dangerous situations. 

Heavy Tank 

Cost: 950 Credits 

Time to Build: Long 

Spotting Range: Short to Medium 

Speed: Slow 

Firing Range: Medium 

Combat Readiness: Average 


The Heavy Tank is the MBT (Main Battle Tank) of the Red army. It’s an excellent 
weapon, combining good protection with a very powerful punch. Its low speed is its 
only drawback; however, in multiplayer games you can choose Ukrainian units 

(Soviet units with an extra turn of speed). These are lethal! 

The Heavy Tank is too slow to extricate itself from trouble without help. 
Knowing that, don’t send it out alone until you have a backup/relief force standing 
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Noncombat Vehicles 

Red Alert features several new noncombat vehicles. Some are useful, and some just 
pretend to be. 

In addition, the tiberium Harvester has been replaced by the Ore Truck. It costs 
exactly the same, moves just as slowly, and is still driven by a moron. On the plus 
side, the Ore Truck heals itself back to 50 percent serviceability, like the Mammoth. 
It can take a lot of damage! 


Radar Jammer 

Cost: 600 Credits 

Time to Build: Medium 
Spotting Range: Long 
Speed: Fast 

Jamming Range: Extremely Long (but still too close for comfort) 


The Radar Jammer is a potentially exciting unit that appears exclusively on the Allied 
side. You get to use it only in multiplayer games, but the wicked computer gets to use 
it in the mission mode, too. However, I saw the Allies use it only once during the last 
mission in the Soviet campaign. 

The Radar Jammer converts your radar map into what’s popularly known as a “sea 
of static.” Having more than one Radar Dome will render its efforts null and void. 

The Radar Ja mm er can be useful in multiplayer games when you’re sure your 
opponent has a Soviet-style army, and just one Radar Dome. It’s best to hide it 
among your other vehicles; it’s easy to identify, and most of its value rests in sur- 
prise. A human opponent who expects his radar map to cease functioning is much 
less moved than one who doesn’t. 

The Jammer is very fragile: Even Rifle Infantry can machine-gun it into extinc- 
tion very quickly. However, it can run over infantry, so it’s best to deploy a vehicle 
against it. If it’s you using the Jammer, keep it moving without going beyond its 
effective jamming range (roughly 15 or 16 tiles). 
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AT/A P Mine Layer 

Cost: 800 Credits 

Time to Build: Medium 
Spotting Range: Short 
Speed: Fast 

The Mine Layer comes in two flavors: The Red model lays antipersonnel mines; the 
Allied version lays antitank (read: antivehicle) mines. Both are quite fast, require a 
bit of work, and are very fragile. 

Of the two, the Allied antivehicle mine model is definitely the better value. 
There simply isn’t a lot of sense in laying antipersonnel mines when you can run 
infantry over with a Tank, five at a time, with less hassle. Occasionally, it makes 
sense to lay mines as insurance against an Engineer or commando raid; the com- 
puter player particularly likes to do that in certain later missions (see Chapter 3 for 
details). Antipersonnel mines are exploded by passing vehicles, and are totally 
harmless when that happens — another reason to restrict your AP minefields to very 
special areas, if any. 

The AT Mine Layer can be useful throughout the Allied campaign. Many Soviet 
assaults featuring numerous vehicles can be gutted in their infancy. It’s not nearly as 
useful in the multiplayer mode, because your human opponent can see what you’re 
U p to — by the time you’ve built a Service Depot and got your Mine Layer, a lot of the 
map lies revealed. However, it’s a worthwhile investment: Its very presence tends to 
spook human opponents, and it may prove very useful if you manage to mine, unno- 
ticed, the routes frequented by enemy Ore Trucks. Note that you can’t lay down 
mines in ore or gem fields! One AT mine wipes out a V2; two mines, a Heavy Tank, 
three, a Mammoth. 

A Mine Layer won’t survive a confrontation with enemy vehicles. If any inter- 
rupt your minelaying scene, run for it. 
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Mobile Construction Vehicle 

Cost: 2,500 Credits 

Time to Build: Long 
Spotting Range: Short 
Speed: Very Slow 


The MCV is available as a gift from above in most single-player base-building mis- 
sions. (On one occasion, you even get two.) Otherwise, you can build it only in the 
multiplayer or multiplayer skirmish mode. 

The MCV is sharply reduced in price in comparison with the old C&C: It costs 
exactly half of what it used to. Because of this, starting a second base in a multi- 
player game isn’t very hard, and the loss of your Construction Yard need not be a 
fatal blow. 

Note that Red Alert no longer allows base construction via the “traveling sand- 
bag,” as was the case with the original C&C. 

The Air Force 

The original C&C’s Orcas and Nod choppers were a great hit; Red Alert includes 
several aircraft among the weaponry available. The Allies’ Apache Longbow 
Helicopter is very closely related to the Orca; the Soviets have the Hind. Both chop- 
pers are much better armored than their predecessors. 

In addition, the Soviets also have fixed-wing aircraft — the rather rickety Yak and 
the MIG. As if that weren’t enough, the Reds also have the Spy Plane, and 
Parabombs in the mission mode (you may find a crate during a multiplayer game that 
will allow you to use the Parabombs once). 

When building an air force, remember that a single aircraft has only nuisance 
value. You need four aircraft before your air force becomes a meaningful player, and 
at least six if it’s to carry out almost any mission. 

Finally, aircraft are perhaps the best and most convenient weapons available for 
attacking enemy Ore Trucks. A good tactic is to soften up the Ore Truck with aircraft, 
and then send in the armor. 
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attacking a single SAM can destroy it without losses, though they’ll need some 
repair work. 

The Apache’s main functions are destroying enemy structures (at which it is very 
good), and destroying enemy vehicles (not so good). Although a stationary or slow- 
moving vehicle such as the Mammoth or the Ore Truck makes an easy target, others 
may escape serious damage. Apaches nevertheless are very valuable as one of the 
few Allied weapons able to reduce the Red armored threat. 

Apaches may come in handy in attacks on Submarines: There, you need only a 
couple or even one to assist your Gunboat effectively. They excel at demolishing 
Tesla Coils, and lend valuable support to your Tanks during an armored battle (fight- 
ing Tanks tend to be stationary a lot of the time). 


Hind 

Cost: 1,200 Credits 

Time to Build: Varies (depends on number of Helipads) 
Speed: Medium 
Firing Range: Medium 
Combat Readiness: Average 


The Hind is Red Alert’s variation on the Nod chopper. It’s a great infantry killer— so 
great it seems a waste to send it on a long flight only to fire a single burst and turn 
back. A single burst is often all it takes to kill an enemy soldier, and if you don’t 
issue new targeting orders, your chopper heads back to base. This means that to be 
truly effective, a Hind either must be micromanaged, or deployed against vehicles or 
structures. 

Unfortunately, in this latter role the Hind performs less well than other aircraft 
(specifically, MIGs). True, it has the stamina to endure A A fire and send burst after 
burst into an enemy vehicle or building. However, it goes about its job fairly slowly, 
with a lot of wiggling and aiming. 

In my experience, the Hind is best for the delicate sniping work that’s often very 
necessary. Occasionally, I send in one as a decoy to deflect AA fire from fragile 
MIGs, and I did find it extraordinarily useful during the Soviet Mission 12 when tak- 
ing out Camo Pillboxes next to Tech Centers presents a delicate problem. 

A group of three to four Hinds is effective against all types of base defense struc- 
tures, and lightly armored buildings such as Barracks or Refineries. Some players 
swear by them; I prefer MIGs, which can deliver two strikes in the time it takes the 

Hinds to complete one. 
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Special Air Units: The Badger Bomber and the Spy Plane 

The Soviets have a monopoly on these. Properly speaking, the Badger Bomber 
(which delivers Parabombs as well as Paratroopers) and the Spy Plane aren’t 
weapons as such, but options that become available with the Airfield. 

The Badger Bomber is notoriously slow and fragile, and a big part of using it 
correctly is guessing from which direction it will approach the target. This is because 
the bombs almost invariably fall short, and it’s good to target them a little beyond the 
desired spot. The Bomber usually takes a long time to arrive; if you’re trying to syn- 
chronize a combined aerial strike involving several units, study the Bomber’s flight 
pattern first. 

The Badger Bomber is not available in multiplayer games, just single play 
(unless you find the appropriate crate). It often falls victim to AA defenses because of 
its fragility, low speed, and an inclination to travel across the entire battlefield no 
matter where you target it. 

The Spy Plane is invaluable. The more Airfields you have, the more frequent its 
availability. It’s excellent at circumventing the Allies’ Gap Generator: Send it in and 
the moment the Shroud lifts, target the aerial forces you intend to use, or perhaps 
your Nuclear Missiles. 

The ultra-fast Spy Plane also makes a good distraction for enemy AA defenses, 
while your MIGs race in undisturbed. As in all aerial attacks, timing is all-important! 

Like the Badger, the Spy Plane flies across the entire battlefield each time you 
summon it. In doing so, it often reveals enemy positions: AA defenses that open fire 
forfeit Shroud protection. 

Naval Units 

The Soviets rule in the air; the Allies rule the seas. The Red naval lineup features just 
the Landing Ship Transport and the Submarine, while the Allied navy has three ship 

classes at its disposal, plus the Transport. 

Unfortunately, the realities of the battlefield severely restricts the importance of 
naval units. Single-player campaigns feature numerous missions designed to maxi- 
mize the navy’s role; this situation is absent in multiplayer games. Also, as I’ll 
explain in the following chapter, human opponents know how to deal with enemy 
navies much better than the computer does. 

To sum up: The Allied navy is equipped to fight sea, air, and ground units. The 
Red navy’s single ship class can attack only other ships. 

Buil din g a navy in multiplayer games may enable you to recover some of the 
crates coyly peeking out from beneath the waves. Yes, there are crates in them waters. 
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Landing Ship Transport 

Cost: 700 Credits 

Time to Build: Medium 
Spotting Range: Short 
Speed: Fast 


The Transport is, basically, a seaborne APC. It’s pretty fast, and thus can often avoid 
interception by enemy naval units. 

In contrast to other vehicles that carry units, however, the Transport can carry vehi- 
cles: You can carry up to 30 units on board — five APCs loaded with five infantry each! 

The Transport’s armor allows it to withstand punishment quite well. However, it 
becomes terribly vulnerable the moment it opens its wing-like doors to unload. A few 
Tank cannon shells can quickly destroy it before it can even finish unloading. 


Submarine 

Cost: 950 Credits 

Time to Build: Long 
Spotting Range: Medium 
Speed: Very Slow 
Firing Range: Long 
c nmh^t Readiness: Low 



Submarines are among the game’s most cumbersome weapons, rivaling even the 
Mammoth in that respect. They play a significant role in several single-player mis- 
sions; however, they’re of little or no consequence in multiplayer games (at least in 

my experience) 

The Submarine’s biggest advantages are stealth (only Gunboats can see it) and 
its torpedoes’ long range. In single-player missions where Submannes make an 
appearance, it’s possible to sink almost the entire Allied navy by firing the Sub’s fish 
from extreme range. (See the next chapter for details.) 
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Cruiser 

Cost: 2,000 Credits 

Time to Build: Very Long 
Spotting Range: Long 
Speed: Very Slow 
Firing Range: Extreme ( 1 2+ tiles) 
Combat Readiness: Average 


The Cruiser is the game’s biggest ship, and its power is awesome. A single salvo can 
reduce an Advanced Power Plant to rubble, and a double salvo destroys most build- 
ings. Even near misses inflict meaningful damage on buildings, and instantly erase 
whole squads of soldiers. Soft-skinned vehicles such as V2 Launchers don t stand a 
second chance, and armor can take only a couple of hits. Even the mighty Mammoth 
is no match for a Cruiser’s guns. 

Cruisers can wreak horrific destruction if they’re allowed to; in multiplayer 
games, that happens relatively seldom. Things are different in the single-player mis- 
sion mode, where the timely deployment of a Cruiser or two often marks the shortest 
way to victory. The most striking instance of its power may occur, ironically, at the 
Soviet Level 12. A heavily fortified island base is totally defenseless if you capture 
the Allied Naval Yard off the mainland, and build a Cruiser (you also need the Allied 

Tech Center, readily available in this mission). 

In most missions, Cruisers face a severe threat from Submarines. They re totally 
defenseless against Subs: You must deploy an escort of Gunboats, and preferably also 

Destroyers. 

Note that the Cruiser is often inaccurate when firing at long range, and a certain 
angle to the target. Move it around; often, a small adjustment places a long or short 

salvo right on target. 

The chronoshifted Cruiser can be a terrible surprise in multiplayer games. If 
someone does it to you, keep your wits; a solitary ship is never very hard to sink. 
(Remember this when considering using this technique yourself.) 



Chapter 2 

Winning at Command 8 Conquer: 

Red Alert 


R ed Alert employs the same game engine as the original C&C. Many units have 
been transplanted virtually unchanged. However, Red Alert is a different 
game. The AI is much smarter than previously. This doesn’t make the game 
more difficult: It makes it more intelligently difficult. For instance, superior computer 
tactics now replace computer cheats, which means victory always rewards leading 
your troops well. In the old game, no matter how well you fought, you could still 
lose; the computer opponent received very big starting forces, and a lot of credits. 

Red Alert features a much more credible electronic enemy. Although the com- 
puter player still manages to build huge armies within a very short time, it’s results 
from legitimate effort— such as four Ore Trucks to service two Refineries. 

The result of all these changes is that Red Alert has a much more authentic feel to 
it and the rules of battle are more realistic. There’s extra stress on speed: Because the 
computer player is quick to build strong armies, time is crucial. In the old C&C, 
keeping to your base and venturing out only when you had a huge army was quite 
often the only way to victory. In Red Alert, this approach is largely ineffective; stay- 
ing in your base and building up a huge army guarantees extra difficulties —the com- 
puter player has the time to develop a very strong economy, build an army bigger 
than yours (it’s very, very good at doing that), and, finally, to find and start attacking 
your base. This in turn necessitates building permanent defensive structures— spend- 

ing credits to save your skin rather than for victory. 
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In general, I found the Soviet campaign to be significantly easier than when 
fighting for the Allies. Soviet weaponry places smaller demands on a commander: 
The Red Tanks and air force are terrific offensive weapons, and the Tesla Coil is 
something of a cure-all where defense is concerned. The Allied campaign, of course, 
has you dealing with an opponent equipped with the aforementioned terrific 
weapons, and the game’s designers seem to have thought out the scenarios more 

carefully: They’re more complex and difficult. 

The average player of Red Alert will prefer to fight with Soviet weaponry. 
However, truly expert players will find themselves drawn to the Allied side for practi- 
cal as well as psychological reasons. Allied weaponry is more sophisticated, placing 
a lot of stress on good battlefield information, secrecy, and speed. In skilled hands, 

these advantages can outweigh the brute power of the Red army. 

My suggestion is that you play the Soviet campaign first. Even veteran C&C 
players can use this experience to find out more about Red Alert’s superior AI. Then 
play the Allied campaign, and you may very well get hooked on Allied weaponry. 

Whether you play Soviets or Allies, don’t expect too much of the top-end devices 
available (Iron Curtain, Chronosphere). While useful as part of a larger plan, they 
aren’t decisive to any battle’s outcome. (Refer to Chapter 1 for details on Allied and 

Soviet weaponry.) 

You vs. Them: Multiplayer Skirmish Mode 

Red Alert features a new option — multiplayer Skirmish mode, which allows you to 
fight as many as seven computer opponents on any of the multiplayer maps. Although 
accessed from the Multiplayer menu, Skirmish mode is, of course single-player. 

Playing in Skirmish mode allows a single player to use, and have fun with, all the 
most advanced and sophisticated weapons in both Allied and Soviet arsenals. 
Because the game’s best weaponry doesn’t become available until very late in the 
campaign mode, skirmishing is the best way to learn how to use those weapons effec - 
tively: It’s somewhat useful as training for real multiplayer battles against human 

opponents. 

All the same, players who model their multiplayer strategy on the Skirmish 
mode are headed for defeat. The computer opponents’ behavior and tactics are bad, 
because the computer is short on strategic wisdom. It does brilliantly while managing 
its forces in a firefight, but the AI doesn’t seem to be able to make wise decisions 
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Completing Special Missions 

A couple of Red Alert’s, special missions are pretty tough. The Toughest Single- 
Player Mission Award goes to Allied Mission 13. Completing that mission without 

cheating through multiple saves means you really know the game. 

The first, obvious, rule in special missions is to avoid casualties; the second is to be 
on the lookout for unexpected gains. Crates lie hidden in buildings, and you have 
opportunities to build troops by capturing enemy buildings. The time allotted is invari- 
ably on the generous side, so you can and should explore the battlefield carefully. 

Good reconnaissance also prevents casualties, and, again, avoiding those is your 
primary goal. In Allied missions, always lead your guys in a formation headed by a Spy 
supported by a strong squad of infantry. The Spy’s spotting range enables you to see 
enemy soldiers earlier; the presence of infantry ensures he doesn’t get eaten by Dog. 

Similarly, when playing Soviet Level 7, remember to lead your force with an 
infantry-supported Dog. You must handle the Dog more carefully than the Spy, how- 
ever, for Allied units will recognize it as an enemy. 

In all special missions, you’ll encounter seemingly impossible situations. Don t 
ever barge in desperately with all you have: You’ll lose. The game has been designed 
very cleverly, and there’s always a way to succeed through brains, not brawn. If you 

don’t see it, you simply haven’t looked hard enough. 

To get through a special mission quickly relatively easily, avoid combat when- 
ever possible. Most often, keeping your units out of the enemy’s spotting range is all 
it takes. On several occasions, Flame Towers will do all the dirty work, activated 
remotely by your Engineer. Flame Towers also are often an obstacle, naturally, and 
an Engineer can blow them up from a distance. Note that all vehicles you encounter 
in indoor special missions are inactive (the exception is the Soviet Radar Jammers in 

Allied Mission 13). 

Enemy infantry (and Red Dogs) are your most dangerous opponents during spe- 
cial missions. You’ll encounter soldiers left on “Guard” who become active when 
your guys draw near, and some (not many) active patrols. However, the vast majority 
of enemy infantry simply stands there picking its collective nose. 

Attack lone soldiers with a squad of infantry, making sure at least two of your 
guys close into firing range at the same time. It’s possible to send a squad against a 
single enemy, but position your guys so only one actually will be in range. To make 
sure everyone does their stuff, click on the target repeatedly; some of your guys need 

to be told what to do twice. 

When you encounter a group of soldiers, first try to split it up. Open fire at an 
enemy guy, and run away; there’s a good chance he’ll follow, and then your waiting 
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The importance of siting the Construction Yard just right isn’t as great as it is in 
the earlier C&C. The Atomic Bomb is nowhere as powerful as the nukes in the older 
game, and the Construction Yard is particularly resistant to its effects. Also, it s much 
harder to capture buildings than it used to be; you need three engineers to capture a 
building that’s still in the green, and as many as four to capture a 100 percent healthy 

Construction Yard. 

You can also eliminate almost any threat of an Engineer raid on your Yard by sur- 
rounding it with a wall — a Concrete Wall, or a “wall” of Ore Silos. Ihis wasn t possi- 
ble in the old C&C, but Red Alert allows you to build structures a single tile away 
from each other; they needn’t touch. If you’re new to the game, it s a good idea to fool 
around when placing a new building. You’ll get a good idea of exactly how big a ter- 
rain tile is (something that isn’t very easy to guess, given its rectangular shape). 

Placing buildings some distance away from each other carries an important bene- 
fit: It makes for much better traffic flow. Good traffic flow is essential. In my opinion, 
it’s a more important consideration than the area the base takes up. W ith the ability to 
move your base defense force in a matter of seconds from one end of the base to the 
other, you can save a lot of credits on units and permanent defensive structures. It also 
makes dealing with paradrops, chopper assaults, and other surprises much more easy. 

Red Alert places less emphasis than the original C&C on building compact bases. 
The new building regulations allow you to expand your base beyond geographical 
constraints, such as ridges. If you need to build something in a location more distant 
than a single tile away, build a connecting line of Ore Silos. It’s a little expensive— 
75 credits a tile, after selling the Silo — but it’s the only way to construct buildings in 
distant locations without going to the expense of building an MCV; in single-player 
games, it’s the only way, period. 

Keeping the layout of your base top secret in multiplayer games was a priority m 
the old C&C; although still important, it doesn’t mean as much in Red Alert, 
Obviously, reconnoitering an Allied base brings fleeting benefits if it s equipped with 
a Gap Generator, and almost none if it also has Fake Structures. Again, neither 
Soviets nor Allies need fear nuclear weapons quite as much, and the threat posed by 
Engineer raids isn’t what it used to be. You’ll find advice on protecting your base 

later in this chapter. . 

Here’s a brief summary of the most important points to remember when starting 

your base: 

• The exact location of The Construction Yard is rarely as important as the 
time you save by plonking it down right away. If you feel insecure, sur- 
round the Yard with a strong barrier (something more permanent than 

Sandbags or Barbed Wire). 
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before a Refinery when playing against humans, unless you re restricted 
to very few starting credits. 

• Barracks. Build this structure either before or directly after the Refinery. 
Consider revisiting your Barracks once you’ve built your base up a little. I 
find it’s convenient to sell the Barracks and move them to the outskirts of 
my base; they’re cheap, they’re fairly tough, and they free up space for a 

Tech Center. 

Some players like to keep multiple Barracks for increased training 
speed. While every base should have a Barracks, I personally regard 
two Barracks in a single base as overkill. You don’t need to turn out 
infantry that fast, if you take care not to expose your men to unneces- 
sary casualties. 

• War Factory. In some Soviet missions, you should precede the War 
Factory with the Radar Dome and the Airfield; consult Chapter 4 for 
details. Make sure you site your Factory so new vehicles can get to the 
battlefield swiftly, and to ensure free traffic flow around the building. In 
my experience, if you take the trouble to pull badly damaged vehicles out 
of combat and repair them, a single War Factory is sufficient for produc- 
tion purposes. You can justify having a second War Factory mainly for 
security reasons: It’s a favorite target for the computer player, and a nuke 
can destroy it in multiplayer games. 

• Service Depot. In multiplayer games and some Soviet missions, this is 
less urgent than the Radar Dome. However, it always comes close behind. 
Building a meaningful air force often requires you to construct an extra 
Service Depot: Aircraft are inexpensive to repair, but very expensive to 
build, and in my experience a single Service Depot barely manages to 
keep ground vehicles in good shape. If you want to use Mine Layers, as 
well, two Service Depots are a must. 

• Radar Dome. This invaluable structure is practically the only way you can 
manage your forces effectively, even on smaller maps. Red Alert single- 
player missions force you to keep an eye on several spots at the same 

ti m e an activity the Radar Dome makes much, much easier. It’s a high 

Soviet priority, because it allows the V2 Launcher and the Airfield. On the 
Allied side it lets you train Spies, but Spies aren’t quite as urgent when you 
can acquire the GPS Satellite. 
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obligatory one in multiplayer games. An air force consisting of fewer than four 
Apaches is no more than a nuisance, and six choppers are minimum for a meaningful 
air force. Unfortunately, six Helipads take up a lot of space. My solution is simply to 
build them in blocks outside my base proper; computer opponents rarely target them, 
and humans players attacking your base almost never do (preferring to go after other, 
more important structures). In any case, losing one or two Helipads out of six or 

more makes little difference in your combat ability. 

It’s wise to place your Helipads close together, because this way you ensure that 

all choppers approach their target in close formation, minimizing losses to AA fire. 

Multiplayer games also give the Allied player an opportunity to build Fake 
Structures. In my opinion, a Fake Construction Yard is a good idea in every multi- 
player game. I’ve had my Fakes nuked on more than one occasion, while important 
buildings escaped untouched. It’s wise to put real AA defenses around the Fakes; oth- 
erwise enemy aircraft can explode your bluff with a single rocket salvo or strafing run. 

The Missile Silo and the Chronosphere are the two high-end Allied structures. 
The Missile Silo is virtually obligatory in every multiplayer game. In my experience, 
every human player who survives long enough builds a Missile Silo, and subse- 
quently uses nuclear missiles with great relish as soon as they’re available. It s a good 

thing Red Alert’s nukes aren’t as lethal as the first C&C’s! 

Having multiple Missile Silos increases the speed with which you acquire 
nuclear missiles. However, you must build at least three such Silos to observe any 
practical difference. Given the cost— 2,800- plus a pop (in practical terms, an extra 
Power Plant)— it may be wiser to invest the credits in other weaponry; you can build 

a small navy or air force for the price. 

You can sometimes hide a Missile Silo by placing it near trees. The dark green 
cover may pass unnoticed given different shades of green nearby. Wherever you put it, 
make sure it’s got adequate AA protection; it’s a high-priority target for enemy aircraft. 

In my opinion, the Chronosphere is little more than a curiosity item. It helps a lit- 
tle in the single-player mission where you can actually use it (Allied Mission 14), It 
adds a little extra oomph to base assaults: Chronoshifting an Artillery piece or a Tank 
as your strike force enters the gates can be a valuable diversion. But so can an unex- 
pected air strike in a sensitive spot, or a vehicle raid, so the Chronosphere doesn’t 
really justify its cost, especially when you consider you must add a couple of 

Advanced Power Plants before you even build it. 

When building up an Allied base, you’ll notice that some structures are pretty 

power-hungry. The Chronosphere is one example; the vastly more useful Gap 
Generator is another. It’s the first structure to stop working when power supply fails, 
too! Make it a practice always to have at least one Power Plant more than you cur- 
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your buildings with Spies, and detecting Spies is what Attack Dogs are most useful for. 
You may want to consider building a Kennel in multiplayer games; if so, you’ll have no 

problem placing this tiny structure. 

The Iron Curtain has a limited use in multiplayer games. Keeping the 
Invulnerability option handy is a good policy when your opponent has nuclear capa- 
bility. Following the audio warning, cast Invulnerability (sounds like Red magic) on 
your most vulnerable, most precious structure; It will be untouched by the coming 
explosion. Used this way, the Iron Curtain is more valuable than the Allied 
Chronosphere with its chronoshift. Pity you can’t chronoshift buildings. . . 

Defending Your Base 

Red Alert features a small set of defensive structures. These fall into two types — bar- 
riers, and structures that actively combat the attacker. 

Building Barriers 

There are three types of barriers. Two — Sandbags and Barbed Wire are almost 
totally useless. In theory, because they stop infantry and anything else on foot, they 
might be useful to protect your precious buildings from infiltration, Engineers, or 
Tanya raids (more properly, commando raids). In practice, a single Rocket Soldier or 
Grenadier can instantly create a gap. 

The only somewhat useful barrier type is the Concrete Wall. However, it’s pretty 
expensive. It’s rarely necessary to build any while playing in single-player mode, but 
they come in useful in multiplayer games. Their primary uses are to block off access 
to important buildings (Tech Center, Construction Yards), to protect sensitive struc- 
tures (Tesla Coil, selected buildings at the edge of your base), and to restrict access. 

Never attempt to build a castle-like wall around your base; it’s a waste of credits 
and, just as important, construction time. It’s enough to wall in the Yard and maybe 
Tech Center, build short stretches to protect structures from enemy fire, and link them 
to natural barriers such as ridges and trees (don’t forget the edge of the map-an 
unnatural, but very effective, barrier). 

Active Defensive Structures 

Red Alert features two types of active defensive structures AA defenses and ground 
fortifications. Both can be very useful, but an aggressive approach makes fortifying 
your base unnecessary in many single-player games. In multiplayer games, some 
base fortifications are essential in almost every battle. Human opponents are much 
more adept at hitting weak spots, increasing the need for base security. 
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In single-player games, the Soviets have no rocket infantry, and thus must rely on 
SAM Sites for AA base defense. Fortunately, the computer player shows little imagi- 
nation and tends to attack the same targets repeatedly. It’s also quick to switch to 
shooting at the SAM Site, though, and I found I usually had to build two— on one, 

occasion, three, side by side. (See Chapter 4 for details.) 

In multiplayer games, you have the option of training AA Rocket Infantry , how- 
ever, because you can’t train Medics, these work less well than they do for the Allied 
side. They don’t work at all if both you and your human opponent use Soviet 
weaponry: A strafing run by a bunch of Yaks makes mincemeat of Rocket Soldiers. I 
found the best solution is to build a network of SAMs so that enemy aircraft attack- 
ing any structure will come under fire from at least two Sites. Apaches are tough, and 

take a lot of hits! 

Of the Flame Tower and Tesla Coil, I much prefer the Tesla. Flame Towers are 
great at eliminating infantry — both yours and the enemy’s. I don’t build them at all; 
combat tends to get messy, and keeping your units out of harm s way becomes practi- 
cally impossible. 

Tesla Coils are very neat, and work well in single-player games. Like Allied 
Turrets, they draw attention as honey draws flies; this means you may have to build 
short stretches of protective walls and SAM Sites. However, they re effective enough 
to warrant the trouble occasionally. I prefer to place my Teslas slightly to the back, 
behind other structures. There’s only a handful of missions in which they are useful 
enough to spend all that money: The true cost of a Tesla is 2,000 credits, because they 
almost always need an extra Advanced Power Plant. (See Chapter 4 for Tesla details.) 

As with other defensive structures, the Tesla is more important in multiplayer 
games. A Coil near important structures is a powerful deterrent to Engineer or com- 
mando raids. They don’t serve as well as forward defense, however, because they’re 
very fragile. Unlike the computer player, humans will never send a stream of units 
passing by your Tesla: They target it before anything else, and destroy it quickly. It s 
particularly vulnerable to aircraft, and requires extra AA protection. 

All permanent defensive structures have a big drawback: They can’t move. Their 
role in single-player games is significantly reduced when you pursue an aggressive 
strategy. They’re more important in multiplayer games, but you should always con- 
sider alternatives. An Artillery piece hidden behind other units or behind a wall can 
work even better than a Turret, and you can deploy it anywhere on the battlefield. 
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APC. The APC is the ultimate vehicle for running over enemy infantry; of course, it 
also has a machine gun. I don’t lump the whole Allied base defense force together; 
rather, I split it into groups, each guarding one approach. Given good traffic flow in 
the base, I can concentrate all groups in one spot in a matter of seconds. Artillery is 
the exception: It’s very slow. I try to keep a reserve Artillery piece handy at all times, 
and send it wherever trouble looms. 

At this point, you’ll have revealed enough of the battlefield to see which spots are 
subject to enemy attacks. Redistribute your base defense force accordingly once 
you’ve identified all the directions the threats may come from. Remember: With 
much of the map revealed, you’ll see the enemy attacks coming well in advance, and 
given good base layout you can quickly move one task group to support the other. 

When you have enough vehicles to stop an attack, reconsider your A A defenses 
and add another squad of AA Rocket Infantry, two if necessary (sometimes they are). 

If you’re playing the Soviets, start by training a few Grenadiers for recon pur- 
poses. A Grenadier is the fastest infantryman in the game; by contrast, both Soviet 
Tanks are the slowest in the armored category. Grenadiers are preferable for recon 
even after you’ve built a War Factory, because a Heavy Tank that runs into trouble 

often is too slow to escape it. 

I prefer using Grenadiers as stand-alone recon units because of speed, even 
though Attack Dogs offer a superior spotting range. They’re slower than the 
Grenadier, unless targeted on an enemy soldier. Also, a Dog sniffing around on its 
own is usually lost; a Grenadier has a fighting chance. You can use the few moments 
you gain with the Grenadier to learn what all the shooting is about (that is, to identify 
why the enemy is there). It may happen that you’ve gotten lucky, and stumbled 

across the enemy base right at the beginning of the game ! 

Don’t spend credits on Soviet Rifle Infantry if you can help it. An Airfield will 
give you five rifles at set intervals, and it’s possible to get all the infantry you need 
that way! If you’re playing multiplayer, then of course you should also train a squad 

of A A Rocket Infantry. 

Train a couple of extra Grenadiers to protect the Rocket Soldiers, and then turn your 
attention to vehicles. Three to four Heavy Tanks and one or two V2 Launchers are more 
than enough, in the opening stages of a game. I usually keep a single Heavy Tank guard- 
ing each approach to my base, with the last Tank and V2s just inside the most exposed 
base entrance. Over time, I add a couple of Tanks and another V2 to that group. 

Your first Airfield should be ready in time to provide you with some Rifle 
Infantry before your base gets into trouble. Keep them next to the V2s. Later, when 
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Prepare for sudden jumps in power demand following the building of sophisti- 
cated structures. When you maintain the aforementioned power supply safety mar- 
gin, you can safely build anything you like, anytime. Otherwise, you’d be wise to 
precede the building of such structures as a Tech Center, Gap Generator, and Tesla 
Coil with the construction of a new Advanced Power Plant. 


Fighting Your Way to Victory 

Building a base and a limited reconnaissance/base defense force are usually just pre- 
liminary motions. Of course, some games will end very quickly if you do things 
right, and you won’t need to build anything more. 

Start thinking offensively the moment your base defense force has reached 
respectable proportions. The same rule applies in single- and multiplayer games: If 
you leave the enemy in peace, you’re asking for trouble. Both computer and human 
players are quick to utilize peaceful periods to build up their bases and armies. (Well, 
don’t you?) 

Preparing an Offensive 

Start by assembling a combat patrol — a small task force that can defend itself from 
attacks by light enemy forces, and perhaps destroy a small structure in a quick raid. 
Allied units are custom-made for this; two Light Tanks are among the game’s most 
versatile and useful formations. The Soviets, unfortunately, have cumbersome 
weaponry, and 1 suggest you emulate the computer: A Heavy Tank with a Grenadier 
escort is an acceptable combination. 

Don’t venture into the field without preparing a backup/relief force. A base 
defense group can also perform this role. I suggest you move this group out a little, 
so it can intercept an enemy force well away from your base. 

Your initial scouting should have given you an idea of where the enemy base is. 
Send your patrol to that area with a wide flanking movement, uncovering more of the 
map. Often you’ll encounter enemy Ore Trucks; leave them alone, for the moment. 
Disengage quickly from any firelights; your purpose is to explore the battlefield as 
thoroughly as possible, and get an idea of the distribution of enemy forces. 

This is where things can differ in single- and multiplayer games. In the mission 
mode, enemy units most often turn back after a short pursuit. In multiplayer as well 
as Multiplayer Skirmish mode, your opponent is likely to pursue your units with 
great determination in the hope of locating your base. Don’t allow this to happen. 
Retreat while moving up the relief force, and erase the enemy units before they can 
glimpse your base. 
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In single-player games, attacking an Ore Truck instantly brings a mad-dog reac- 
tion from the computer: All computer units rush to its assistance, as if it were the 
queen bee. You can turn this to your great advantage. The best example is Allied 
Level 8, where dangerous attacks on your base break off the moment you fire at an 
Ore Truck. You can also set up an ambush for the computer’s relief force safe in the 
knowledge that, most times, enemy units won’t even look to see who’s firing at them; 
they’ll trudge on determinedly to rescue the Ore Truck. 

In multiplayer games, things differ slightly. First, humans don’t allow their Ore 
Trucks to be shot at while calmly gathering ore (unless they’re really preoccupied 
with something else). You must plan your moves carefully so your attack group can 
get in a few licks. 

Remember that Ore Trucks heal themselves just like Mammoths. If you can t 
destroy it completely, break off the attack after you ve got it down to JO percent 
Health— it can’t heal itself above that level— and attack it again, the next time it 
comes out. A good approach is to send a couple of aircraft and soften up the truck 
before attacking it with Tanks, and then send in the aircraft for their second sortie. 

Usually, attacks on Ore Trucks result in a series of running battles. As long as 
you’re attacking, you’re in the driver’s seat: You get to choose when the battle takes 
place, if not where. It’s a great tactic to wear down the computer in record time, espe- 
cially because computer player(s) always build multiple Ore Trucks and get disgust- 
ingly rich if you let them operate unhindered. 

Humans don’t get rich as quickly as computer players. They’re busy admiring 
their new Tanks at least some of the time. However, attacking their Ore Trucks is an 
excellent move, guaranteed to distress them — as you know. 

Preparing and Executing a Base Strike 

A base strike, unlike a base assault, has limited objectives. Typically, you target cer- 
tain structures; destroying these accomplishes your objectives. I highly recommend 
executing at least one successful strike before the main assault: It greatly increases 

your chances of victory ! 

Single-player games offer plenty of opportunities for spectacular strikes because 
of the somewhat dim-witted computer opponent. Most often, the computer player s 
base features a huge block of Power Plants that are vulnerable to attack. The com- 
puter player seems slow to learn that low power means disabled Gap Generators and 
Tesla Coils. Note that, although hitting the power supply readily disables AA Guns, 
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engages base defenses, while another tries to storm the base and destroy enemy units, 
and then structures. It’s helpful to designate a separate task force to conduct a diver- 
sionary attack, sometimes even a standard assault, on another base entrance. 

In my experience, it’s best if you strike with your aircraft just as the action gets 
underway. If you have the capability, use the nuclear missile as a tactical weapon to 
damage base defenses rather than prepare buildings for demolition. 

Remember to give a high priority to destroying enemy units. That is the main dif- 
ference between a base strike and base assault, in practical terms. An assault means 
you’re vying for control of the base, so all buildings will be yours to do with as you 
please; you intend a strike to cause maximum damage, targeting structures before 
units. Of course, targeting the Barracks or War Factory greatly helps to eliminate 
enemy presence. 

If you’re playing the Soviets, the Gap Generator can make things tricky. It’s best 
to change the sequence used in attacks with Allied weaponry. Use the Spy Plane to 
lift the Shroud for a moment, and then quickly target Paratroopers and aircraft; 
finally, order in your ground forces. You may also opt for a big ground assault, World 
War I-style: Line up a wall of armor and put V2 Launchers behind. Put Mammoths 
in the center and Heavy Tanks on the wings. Then move forward a step at a time — 
quite a lot of clicking, as you must select every unit individually — until the V2s start 
firing rockets at base defenses. Allied defenders can have a hard time breaking 
through the Mammoth wall, and if you plan the assault so the enemy can’t get at your 
V2s from the flanks, your attack has a strong chance to succeed. 

A similar maneuver executed with Allied Medium Tanks and Artillery works 
fairly well against the computer player. However, it fares much worse against human 
opponents; Allied Tanks simply can’t withstand the degree of battering they’re likely 
to receive. Also, Artillery has a shorter range than the V2, and takes many more hits 
to inflict comparable damage. Reload time isn’t as important here as the degree of 
devastation your forces can wreak on the enemy the moment they open fire. 

Targeting Structures 

The manual contains information on the type of armor protecting individual struc- 
tures. This is a valuable guide to targeting them with appropriate units. 

As a rule, rifles and machine guns can damage lightly-armored structures easily. 
Rockets and grenades work especially well, and you can also employ them against 
buildings with heavier armor. At the end of the scale, the most lethal ground weapons 
are the Artillery, the V2 Launcher, and the Flamethrower. Target heavily armored 
buildings such as the Construction Yard with these. 
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the entire mess, and put them all in Guard mode. They’ll reevaluate their targets and 
move into better positions on their own; then you can start selecting individual units 
for custom orders. 

Don’t hesitate to retreat when necessary. Start by selecting the most damaged 
units and moving them out to the rear. Concentrate fire on the fastest enemy units, or 
those cutting you off from the escape route. This is when having a backup/relief force 
comes in very handy; if you don’t have one, don’t get into serious rumbles. 

It’s very important to save as many units as you can, although sometimes must sac- 
rifice a couple to cover your retreat. Assemble yet another relief force even as your 
mangled task force runs back home, and hit any pursuers with a counterattack. It’s pos- 
sible to turn the tables, and chase the enemy back beyond the site of the original fight! 

I suggest you compose your task groups almost exclusively of vehicles. 
Unfortunately, you must take some infantry along, particularly when playing the 
Soviets; their Tanks aren’t well-suited to squashing infantry. In multiplayer games 
and late Allied missions, it’s often obligatory to take along a squad of AA Rocket 
Infantry; Allied squads should include a Medic, and be loaded aboard an APC for the 
transit. I’ve deployed Red Rocket Soldiers from a Chinook with varying degrees of 
success: You must unload them a little farther from the action than you would using 
an APC, and a human player is very quick to target a Chinook. 

Often you must deploy AA Rocket Infantry while battling armor, particularly 
when your opponent sends helicopters in. Keep the APC close as their personal pro- 
tection against getting squashed! Rocket Soldiers can destroy a Tank quickly when 
necessary, so they aren’t quite helpless. Use their APC to squash or shoot any enemy 
infantry sent out against them. 

Gaining Control of the Seas 

Several single-player missions emphasize the role of naval units. The navy’s role 
tends to be rather limited in multiplayer games, and you’re most likely to encounter 
Submarines only when playing against the computer. In multiplayer games, naval 
activities consist mainly of shore bombardment and aerial attack defense. 

The single best defense for any naval unit is to keep moving. Although less effec- 
tive against human-led aircraft, this tactic works beautifully against computer-con- 
trolled Submarines. Gunboats can almost literally run circles around a Submarine, 
pelting it with depth charges while torpedoes pass behind it. 

Soviet Tanks, particularly Mammoths, are very dangerous if you allow them in 
range of your ships. If you confront any, make sure it’s on your terms, and that you 


Chapter 3 

The Allied Missions 


T he Allied campaign appears to be more carefully thought out than the Soviet 
campaign. Many missions have a richer plot than the standard build-base-and- 
bust-butts scenario — for instance, you begin with a Spy, not a MCV — and all 
of them involve brains to a much greater degree than the Red Campaign. Just like the 
Nods in the old C&C, the Allies have relatively light and vunerable land units — how- 
ever, they have better speed and spotting ranges than Soviet vehicles. This rules out 
stationary warfare; the heavy Red weaponry easily wins slogging matches, anyway. 
The stress is on employing smart maneuvers on the battlefield; thanks to their speed, 
Allied tanks can hit the enemy, break contact, then attack again. 

Allied weaponry features a prominent dog, the Ranger. Its extended spotting 
range isn’t enough to compensate for its awful fragility, high price, and a tendency to 
slow down to Ore Truck tempo when crossing muddy fords. Since there are often 
enemy guns lurking in the darkness beyond the fords, it’s an important consideration; 
the Ranger often gets blown to pieces before it can get away. 

Fortunately, the Allies have plenty of other vehicles to choose from. The Light 
Tank stands out as a great anti-infantry weapon — a group of five ordered to advance 
abreast works better than five Artillery pieces. The Medium Tank gives a good 
account of itself as long as you take the trouble to micromanage it in combat. You 
should exploit the maneuverability of Allied tanks, and move them often while in 
combat, preferably just before the enemy tank fires, and while your tank is reloading. 
If you have the skill and the patience, you can destroy computer-controlled Heavy 
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Get the drums by the Grenadier in the south ASAP, before the Tesla fries the 
civilian in the red shirt that comes running from northeast. Order Tanya to destroy all 
the buildings, starting with the Power Plants at the entrance, and then the Power 
Plants in the southeast. You may have to shoot the soldiers guarding the Tech Center 
from the south before you blow up the Kennel and the Barracks. Direct Einstein 
north, and blow up the Tech Center on Tanya’s way out. The Cruisers won’t open fire 
if there’s nothing left to shell. 

Use the Rangers to destroy Soviet infantry running from the west; then turn them 
on the Ore Truck and the Refinery. 

When there’s nothing left of the Soviet base, load Einstein onto the Chinook. 



Grenadiers (they have longer range than your Rifle Infantry) and Attack Dogs. Probe 
with Rangers, following them with infantry. Use the Medic to heal any grunts that 
sustain wounds in infrequent firefights; Ranger easily pick off most enemy soldiers 
approaching from the southwest. 

Move one Ranger and a squad of infantry south. They’ll uncover the road for the 
convoy in the eastern and southern part of the battlefield, where a single Soviet Rifle 
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Intelligence Report 

The Soviets hold two Allied Medics and an Engineer inside oil-drum enclosures: 
Take care not to blow the drums up! A Rocket Launcher may be situated on a ridge 
near Soviet base number two. As you traverse the map west to east, remember to 
keep south; south is safe, north is dangerous. Any Red paradrops that take place are 
also likely to be north of your troops. Keep a constant lookout in that direction. 

The Soviet forces are quite numerous, but scattered over a wide area; an expertly 
led Tanya can handle the whole mission herself with just a little Artillery assistance, 
but then you’ll have to forego the pleasure of destroying every shred of Red presence. 

The Reds have deployed Attack Dogs. Their spotting range and speed make them 
a dangerous enemy ! 
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Diehards may not consider this mission complete if they haven’t also polished off 
the Soviet Tanks that arrive toward the end. Use the grenadiers, and move them back 
for healing whenever necessary. With patience, you’ll destroy the three Red Tanks. 


Mission 3B: Ukraine (South) 

Objective: Blow up four bridges, and maybe also wipe out the Reds for R&R. 

Difficulty Rating: Easy 
Starting Forces: Tanya 

Reinforcements: 2 Medics ( 1 hiding in a house, 1 in a Soviet base); 4 
Engineers (facing execution squad; 2 Light Tanks (on landing a 
Transport in the northeastern corner of the battlefield) 

Crates: 2 Health Orbs (one on destroying the Red Command Center, 
one on a ridge just west of the Command Center) 


Tactical Overview 

As in the other Level 3 mission, you have a choice: Go straight for the mission objec- 
tives and just blow the bridges, or have a little party and erase Red presence. You can 
even destroy the three Red Tanks that arrive near the mission’s end, and get stuck on 
the other shore. 

Intelligence Report 

The enemy forces are substantial; fortunately, they’re scattered, as usual. Again, oil 
drums will solve a lot of problems when hit at the right time. 

Two Light Tanks reward displays of initiative. Use these wisely in conjunction 
with the two Health Orbs, and you should be able to achieve total victory. 

Recommended Strategy 

Deployment 

Your forces are predeployed in this mission. 

Strategy 

You begin this mission in the middle of nowhere. Go south, moving in short hops; that 
way Tanya gets to shoot enemies she encounters without risking harm to herself. You’ll 
see a Red truck — get in close and open fire on it. Tanya’s colts probably won’t finish 
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grounds earlier— a quartet of Engineers waits to be shot. Have Tanya continue north 
until she can shoot the leader of the firing squad — a lone guy a bit north of the oth- 
ers. The other soldiers turn away, unconcerned, and go to stand in a clump next to 

the Barracks. 

Run Tanya a little north and have her shoot a drum, destroying a Flame Tower, 
the Barracks, and all the Red infantry in the process. Moving Tanya up to this point 
also causes the Ranger by the church to race up to a Sandbag enclosure in the north, 
revealing two Red Tanks and a couple of rifles. Don’t worry about choosing an alter- 
nate route in this mission; if you choose to skip the eastward trip altogether and just 
cross the first bridge north, the Ranger will be where you need it, as well. 

The way is clear for the Engineers to escape. While they move north, get Tanya 
west of the Sandbag enclosure with the Tanks, shoot the drums, and race her north- 
west. Paratroops land on a ridge there, right in the middle of some oil drums. Shoot 

the drums at the right moment to get all five Paratroops. 

Meanwhile, Tanya’s shot at the drums in the Sandbag enclosure destroyed the 
Tanks and left the Ranger free to run north and crash into a Flame Tower, clearing the 
way into a Soviet base. Take your whole force there. Oil drums surround a lone 
Medic, and two Grenadiers guard him; draw out the guards, shoot them where they 
won’t set off the oil drums, and then rescue the bleeding Medic and heal him. 

Use two Engineers to capture the Soviet Radar Dome, sell it, and use the newly 
recruited Rifle Soldier to take a Power Plant and the Sub Pen into the red; capture 
each with an Engineer. Build a Transport and send it to the patch of land in the north- 
east. Two Light Tanks will show up, as well as five Red Paratroops. They’ll line up 
nicely so you can squash them with a single quick run. 

Ferry the Tanks south to the Soviet base and use them to destroy all the Flame 
Towers — they can do that while staying out of flame range — as well as the Red 
Command Center. The enemy may respond with a paradrop on the base site: Beware. 
Leave both Healing Crates for later; gather everyone and push off west. 

You’ll see drum-decorated Red Barracks first; three soldiers emerge for Tanya to 
score a few points. Order her to shoot the drums next and destroy the Barracks. Then 
move northwest to shoot three more Red infantry. Red Tanks appear the moment 
Tanya shoots the oil drums between the two visible bridges. The northernmost bridge 
will collapse. You can either blow the fourth bridge at this point and complete the 
mission, or have your Light Tanks fight it out with the Reds. By targeting two quick- 
firing Lights on a single Red, and healing them with the two Health Orbs when 

appropriate, you can achieve total victory. 
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Recommended Strategy 

Deployment 

Your forces and base are predeployed in this mission. However, you should instantly 
start improving on both the base layout and the deployment of your forces (they’re 
scattered over a wide area). Take a complete inventory of what you get at the start: 
It’s easy to miss the two Rifle Soldiers in the southeast and the three rifles hidden 
behind trees northwest of your base, guarding a ford. Deploying a trio of Rocket 
Soldiers early in this mission minimizes the threat of Soviet aerial attacks. 

You should deploy your forces in two groups. Concentrate the bulk in the ore 
field immediately northwest of your base. Most Soviet attacks will come through 
there, and it’s a convenient assembly point for the assault on the Red base. Deploy 
the other, smaller, combat group in the western part of your base to intercept 
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Soviets tend to follow. In the south, have them chase you through the minefield; in 
the north, lay an ambush at the entrance to the ore field. Rocket Soldiers can really 
help there, if you protect them with Rangers and infantry. 

Keep provo kin g the Soviets into more attacks and then ambushing them on your 
territory. If you’re doing well, within a few minutes the Soviets will launch their 
major attack. A defeat now will seriously weaken them, and that’s the time to move 
against their base. 

If you want to get things over with quickly and simply, send all available Light 
Tanks on a (quasi) suicide raid to destroy the Red Refinery at the northern edge of the 
battlefield: Rush your Tanks past the Flame Towers without shooting anything, put 
them as far north as possible, and start hammering the Refinery with all Tanks but 
one. Use the single Light Tank to run over Red infantry and distract Red armor while 
your other vehicles hammer the Refinery into dust. After it’s gone, try to withdraw 
what you can, or just sacrifice the remaining Tanks, doing as much damage as possi- 
ble. After losing the Refinery, the Reds will weaken rapidly. 

The other, more elegant approach is also more difficult. Light Tanks can destroy 
Flame Towers while out of range of return fire; but while they are busy doing that, 
swarms of Red infantry and several Tanks will attack them. Good leadership and a 
quick mouse hand can enable you to take this course, and gradually destroy the Reds 
with minimal losses. Prepare for sudden Red reinforcements in the form of three 
Tanks: The Reds are paranoid about an attack from the south, and tend to keep armor 
there even as you destroy their Refinery. 

Warning: The moment you destroy the Construction Yard, the Reds may sell 
their remaining buildings and mount an all-out assault on your base with everything 
they’ve got. This isn’t a problem if you’re prepared. 


MISSION 5A: LITHUANIA (NORTH) 

(ACCORDING TO VON ESLING, SOMEWHERE NEAR GRODNO) 

Objective: Get a Spy into the War Factory, free Tanya, blow up all the 
SAM Sites, and then everything else — and don't forget to kill everyone 
wearing Red. 

Difficulty Rating: Moderate (but the most difficult of the three 
Level 5 missions) 

Starting Forces: 1 Spy 

Reinforcements: Tanya; 4 Medium Tanks, 2 Artillery, 2 Rangers, 

3 Engineers, 2 Rocket Soldiers, 2 Rifle Infantry (upon destroying SAM Sites) 
Crates: None 
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second stage makes the third stage— the showdown between you and the Reds— 
much easier. 

Intelligence Report 

Enemy presence in the area is very strong— Red bases take up almost half the battle- 
field. The small base in the north contains the War Factory you must infiltrate. A sec- 
ond, much larger, Red base lies to the south, made up of two parts or “wings” east 
and west. A large force of mixed infantry and Attack Dogs guards the buildings in the 
west wing, but Tanya can shoot all those guys without trouble. After that, all she has 

to deal with is a single Heavy Tank with a moronic crew. 

Things are different in the east wing of the big Soviet base. It’s full of infantry, 
vehicles, and Flame Towers: There’s a pair at every entrance. Plus, a pair of Tesla 
Coils guards the base’s north entrance. 

If Tanya manages to destroy the west wing of the Soviet base, you can disable 
the Teslas easily. Notice the oil drums in the eastern part of the big Red base. Hit 
these with a Yak, and they’ll destroy a Power Plant whose edge is just visible. This 

kills the Coils — at least until one of them is destroyed! 

The enemy is much stronger than you are. Fortunately, it’s also a timid, defense- 
minded enemy. Given the size of your reinforcements and the credits at your dis- 

posal, you should be able to initiate early offensive action. 

A Mammoth Tank, among others, guards the northern Soviet base. This is the 
first time you’ll encounter this behemoth in combat. You’d be wise to concentrate all 

available firepower on this target till you ve destroyed it. 

You’ll also encounter Soviet vehicle combat groups for the first time. These consist 
of Heavy Tanks paired with V2 Faunchers, with up to three vehicles in either category. 

Recommended Strategy 

Deployment 

After you take over the northern Soviet base, get rid of the fencing. It offers no real 
protection, defensively; it just gets in the way (you’ll expand the base considerably). 

Because the Soviets aren’t aggressive, there’s no need for permanent defensive 
structures. A Service Depot has priority over an Airfield. Acquiring the Airfield gives 

you the ability to build only Yaks, not Paratroops. 

The Soviets don’t attempt to rebuild the Airfields Tanya destroys by Tanya, so 

AA defenses aren’t a consideration in this mission. 
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Having dealt with pressing problems, pause to arrange your forces into a classic 
offensive formation, and move in. Your Artillery should destroy the Flame Towers 
while the Tanks keep watch. Throw everything against the enemy Mammoth next. 
While you’re hammering it, take a Tank on a quick ride over Red infantry. 

After gaining control of the base, establish a defensive perimeter from the south 
against feeble infantry probes, and hammer the buildings you want into Red with 
remaining forces. Get the Construction Yard, War Factory, and a Power Plant, and 
immediately get going on a Heavy Tank. Note that the production rate won’t speed 
up on its own accord when you repair the Power Plant; you must put it on hold and 
then click to continue at a higher speed. 

Build up your base to full Soviet standard (see Chapter 2 for details). Build a 
Service Depot before an Airfield; most of your vehicles probably need some repair. 
T rain two Squads of Rifle Infantry to help deal with Soviet infantry. Build three to 
five Heavy Tanks and three V2 Launchers while you build up your base. Did I men- 
tion you must also build a Refinery? 

Building up your base takes a bit of time, and you shouldn’t let the Soviets sit 
undisturbed. You’ll encounter and destroy some Soviet forces while exploring the 
area (remember to keep out of range of those two Teslas) — notably a couple of V2 
Launchers guarding the ore field to the southeast. This may bring a reaction from 
Red Tanks, and you should ambush them just north of the river crossing. 

As soon as your first Yak is ready, strafe the goddamn drums in the eastern part 
of the Red base and get the Teslas offline. You may then mount a traditional base 
assault, or concentrate on building Airfields and destroying everything from the air. 
In my experience, a middle course works best: I attack Red Ore Trucks and ambush 
the reacting Reds while I build up my air force to perhaps four Yaks. By then, the 
Reds have been seriously weakened in the field. After repairing damaged vehicles, I 
mount a traditional base assault through the Tesla-guarded entrance — except now 
there are no Teslas: Yaks and V2s finish them off easily, as long as you hit both at the 
same time. 

The Soviets weaken quickly once they’ve lost the Ore Tmck(s), and the rest of this 
mission mainly involves keeping casualties to a minimum while destroying the Red 
base. You can sell your units for half-price at the end, boosting your Economy score. 



the oil drums at the southern entrance to the Red base, and then run away. After all 
the Dogs move off in pursuit, get James Bond into the War Factory, per instructions. 

The truck exposes most of the battlescape on its way to the prison, where Tanya 
predictably raises hell the moment it’s infiltrated. Click and drag around the prison 
building to select the invisible Tanya. Direct her outside to stop her shooting spree: 
She’ll blow up the building as she exits. 

Blow the SAM Sites, starting with the northern ones; the southwestern one has 
oil drums around it, and with good luck you can blow up some inquisitive Reds at the 
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Tactical Overview 

This mission is yet another Level 5 variation. The differences are in the map and in 
some of the triggers hidden in the game. See sections below for details. 

The 30 minutes you have to complete the first two stages of this mission are a 
very generous allowance. Don’t try to send Tanya past the Flame Tower guarding the 
Red base from the east. She can make it, but it’s not worth it. 

As in 5B, you’ll fight this mission’s decisive battle in the ore fields. There are 
two that count, on both sides of the Red base. The ore field in the east is ideal for set- 
ting up an ambush for the Red Ore Truck and consequent Red wave. 
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infantry by building extra V2 Launchers and taking your Allied Tanks (faster, more 
maneuverable) on infantry- squelching drives. 

I destroyed the single Tesla by targeting moving Tanks on it; the Tesla only had 
the chance to strike once before being destroyed. Feel free to experiment: This mis- 
sion leaves plenty of room for that. The Soviets are likely to sell structures as soon as 
you pummel them into the red. 


Mission 6A: Aegean Sea (North) 

Objective: Infiltrate Soviet Technical Center, and then wipe out 
everything and everyone Red. Feel free to do things in reverse order. 
Difficulty Rating: Moderately Difficult (the harder of the two Level 6 
missions) 

Starting Forces: Ranger, 3 Rifle Infantry 
Reinforcements: 5 Rocket Soldiers, 5 Rifle Infantry, MCV 
Crates: None 


Tactical Overview 

This is an interesting mission in which you chase the Reds from one land mass — 
preferably taking over their small base there in the process — and sail across the seas 
to assault them on another, and steal their secrets to boot. Yes, that’s right. The Naval 
Yard is finally here. 

Although the first warships you get to build are fragile Gunboats, they can win you 
this mission outright with minimum effort. Capable of handling enemy Submarines as 
well as destroying ground targets, Gunboats are your strongest weapons. 

Your starting point is in the west; the strong Soviet base is in the east. However, 
enemy Transports will enter the area from the south to make beach landings at a cou- 
ple of points. The first is in the southwestern comer of the battlefield; the second, on 
the southern shore of the peninsula to the southeast. Keeping Gunboats on guard in 
these spots is a good idea. They may not destroy the enemy, but they sound the alarm. 


Intelligence Report 

Enemy presence on the western land mass is weak, limited to a couple of Heavy 
Tanks and some infantry (including Flamethrowers). The enemy base consists of a 
Radar Dome and Barracks with power supply; the most remarkable thing about it is 
its seaside location. Capturing it enables instant constmction of a Naval Yard. 
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Recommended Strategy 

Deployment 

Set up your base right where you start. The quicker you move, the better. 

Weak enemy probes may try to penetrate your original base from the south and 
west, in a wide flanking movement. Later, Red Paratroops may drop nearby. These 
two threats aren’t strong enough to justify spending on permanent defensive struc- 
tures. A small squad of AA Rocket Soldiers and a defensive squad of Rifle Infantry 
with a Ranger are all you’ll need to protect your first base, and may be supply rein- 
forcements to your other base. 

You may need these reinforcements: The former Red base in the south quickly 
becomes a focal point for Soviet attacks. This is actually good, because it largely 
spares your more important base. Consider building an AA Gun in the flight path of 
Red planes (south and east of the Radar Dome), and possibly a Pillbox to help con- 
tain the nasty attacks from the southwest. However, given the presence of a Gunboat, 
a Pillbox is overkill. 

Maintain a strong squad of Medic-aided AA Rocket Soldiers in the southern base 
at all times, plus a squad of other infantry and an armored group to combat landings 
on the peninsula to the east, or even the beach directly below the base (just once, in 
my experience). 

Strategy 

Fight off the handful of Red Rifle Infantry attacking from the south and quickly set 
up your base. Explore the area without getting into a brawl with the Reds in the 
south; they’ll come calling anyway, with a Heavy Tank and infantry. Kill enemy 
infantry, and then concentrate everything on the Tank. 

Before long, you’ll have weathered a couple more enemy assaults. Use Light 
Tanks to squash enemy infantry trying to get around your defenses from the west. 

Move south as soon as you’ve got a couple of Tanks. Destroy Flame Towers at the 
entrance to the Red base and the single Heavy will still likely to be there. I found 
squashing infantry in front of the enemy Barracks with my Light Tank brought the 
battle to a very quick end. 

I concentrated next on defending my newly captured base: Red attacks come in 
thick and fast. I built a Naval Yard and an AA Gun, and formed a strong armored 
group along with a squad of AA Rocket Soldiers. Then I built Gunboats as quickly as 
I could (fortunately, they’re inexpensive). I strongly recommend you do the same. 

Start exploring as soon as you have your second ship. Sail a ship around the 
island south of your second base. An enemy sub usually lurks off its eastern shore. 
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Mission 6B: Aegean Sea (South) 

Objective: Identical to 6A: Infiltrate the Soviet Tech Center, and then 
wipe out everything and everyone Red. You may want to do things in 
reverse order. 

Difficulty Rating: Moderate to Difficult (the easier of the two Level 6 
missions) 

Starting Forces: 2 Gunboats, 5 Rocket Soldiers, 8 Rifle Infantry, MCV 

Reinforcements: None 


Tactical Overview 

This is a variation on Mission 6A. The geography’s different, but the basic principles 
stay the same: You start on one land mass, in the south, which has a small Red base. 
The big Red base lies on another land mass to the north. 

As in 6A, the Reds have foolishly built a Power Plant complex next to the shore, 
where your naval guns can reach it. And yes, they’ve also put the Construction Yard 
in range. 

Because you must destroy the Reds anyway, consider winning the battle first, 
and stealing the plans second. 

Intelligence Report 

Enemy forces aren’t as strong as in Mission 6A. There are other interesting varia- 
tions: For instance, Heavy Tanks will occasionally confront your Gunboats, while 
Mammoths wander unconcerned. 

The Reds will attempt occasional landings on your beaches. Small combat 
groups (typically two Heavy Tanks, with or without a V2) will land on the northern 
shore and at your starting location in the southwest. A base defense force deals with 
them easily. 

The big Soviet base has two Tech Centers. This doesn’t matter much if you go 
the safe course, putting victory before infiltration. Just make sure you leave a Tech 
Center standing in the endgame! 

Recommended Strategy 

Deployment 

Your starting location isn’t good. Moving your forces to attack along the muddy ford 
is a pain. It’s much better to put the Gunboats to good use, shell the Flame Tower and 
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Strategy 

As soon as your base is on firm footing, move on the offensive. Rocket Soldiers staying 
out of range of fire can destroy Flame Towers; if you feel queasy, build a War Factory 
first, and a couple of Tanks. The Red Tanks behind the Towers attack only when the 
Tower in front falls, one at a time. The infantry joins in the counterattack: Be ready. 

From then on, the mission is amazingly similar to 6A. As you fend off feeble 
Red attacks on your base (aircraft put in a strong showing), build a fleet of six to 
eight Gunboats. Clear the waters in the immediate neighborhood of your Naval Yard 
first; then reconnoiter north and northeast. Beware of Teslas guarding the bay directly 
north! There’s a Construction Yard behind them that you’ll destroy shortly. 

Before you do, the Gunboats exploring northeast must sink a Submarine, and 
destroy three Advanced Power Plants. This disables the Teslas, and allows you to 
destroy the Construction Yard. 

I covered all the tactics and strategies applicable here in the section on Mission 
6A. Refer to those paragraphs. 


Mission 7A: Bornholm (Baltic Sea) 

Objective: Capture the Soviet Radar Dome, and destroy all the Sub 
Pens. As in the Level 6 missions, feel free to do things in reverse order. 
Difficulty Rating: Moderate to Difficult 
Starting Forces: 5 Gunboats, 2 Medium Tanks, Ranger, MCV 
Reinforcements: 2 Medium Tanks, Ranger, 5 Rifle Infantry (on 
building Refinery) 

Crates: None 


Tactical Overview 

The Allies’ naval power is finally coming into its own. In this mission, you’ll use and 
appreciate Destroyers: Just like the Gunboats on the previous level, they’re instru- 
mental to gaining victory. 

In addition to Destroyers, you gain the ability to build Artillery. This weapon is 
perfect for destroying targets at long range, and plays a particularly important role in 
this mission (read on for details). 

Your base perches on a peninsula in the northwest. The main Soviet base occupies 
most of the eastern part of the battlefield. In addition, a smaller base with Radar Dome 
and Barracks lies near the battlefield’s southern edge, directly south of your own. 
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Strategy 

An enemy Submarine is your biggest concern as you start this mission: Keep every- 
one moving! You can’t afford to lose a Gunboat. On the shore visible to the southeast, 
Red Flamethrowers are wiping out a group of Green soldiers. You can’t control the 
Transport— it unloads and goes independently — so make sure you quickly move into 
action with your Medium Tanks and crush the Red infantry. 

I suggest you set up the Construction Yard as far north as possible, for space and 
safety reasons. The first Red probe from the south is likely to occur around this time; 
it may contain a V2 and infantry. Build up your base to the Refinery stage as fast as 
you can. Building the Refinery rewards you with valuable reinforcements. Together 
with your original force, these are sufficient to hold the fort while you build an extra 
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over all, the rest of the mission is about grinding them into dust, as opposed to strug- 
gling for victory. 

First, disable the Tesla Coils by destroying the Power Plants Reds have hidden 
near the southern edge of the battlefield. They’re almost directly east of the small 
Soviet base, and a Ranger should spot them easily. Then conduct a traditional base 
assault while your Navy cleans out the remaining Submarines and uncovers the Sub 
Pens. 

Take care not to destroy enemy buildings before the time is right: You could 
revive the Teslas! Make sure you get all the Power Plants first, and then take out other 
structures. The Reds have two Construction Yards — one in the south, one in the 
north — but the only structures they seem keen to rebuild are the Flame Towers. 

You can also destroy the Red Refinery and Silos with your Destroyers from the 
northeast. However, I prefer to keep my ships closer to my base (repairs), and in the 
flight path of Red aircraft. 


Mission 8A: southern Germany (West) 

Objective: Protect the Chronosphere, which means protect the Tech 
Center, which means guard the Power Plants with your life. You mustnt 
let the power supply drop too low, and you must keep it adequate 
when the timer hits zero hour (45 minutes from the start). 

Difficulty Rating: Moderate (the easier of the two Level 8 missions) 
Starting Forces: Mobile Force — 4 Medium Tanks, 2 Light Tanks, 2 
Artillery, 1 Ranger, 2 Mine Layers; Base Defense Force— 13 Rifle Infantry 
Reinforcements: 2 Destroyers and an MCV (Mobile Force, almost 
immediately) 

Crates: 1 Health Orb (under the Radar Dome in your base) 


Tactical Overview 

You begin this mission with your forces split into two distant groups — the infantry 
guarding your base, and the vehicle group around the MCV, with two Destroyers nearby. 

A strong Red base lies in the northeast comer of the battlefield. It concentrates 
on churning out Heavy Tanks and V2 Launchers that then attack your base. However, 
it takes some time lor the Red base to gather steam, and this window of opportunity 
lets you seize the initiative early on. 
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the shape of two Mammoths, but at certain points in the mission (especially toward 
its end) you can expect additional Heavy Tanks and V2 Launchers. These attack over 
land, or arrive by Transport on one of the two beaches near your base. The first 
threatened beach is in the southwest, by the Advanced Power Plant complex. The 
second beach is west — right by your base. 

Expect attacks from the north and northeast, too. The northern approach seems to 

be used more often. 

Red tactics will include extensive use of V2 Launchers to destroy base defenses. 
Typically, a Red assault will consist of two Mammoths engaging your defensive struc- 
tures while the V2s skulking in the back move in and demolish structures with their 
rockets. Heavy Tanks concentrate on intercepting your armor in these situations. 

You’ll also encounter numerous groups of Heavies mixed with V2s, and the Reds 
repeatedly will target your base with Parabombs. 

Your base contains a Health Orb, hidden under the initially useless Radar Dome 
(most of the map is black when you start, anyway). Selling the Dome quickly improves 
power supply at the beginning of this mission; you can build another one later. 

If you use the Health Orb wisely, you may be able to mount a crushing attack on 
the Red base in the early stages of this mission. 

Recommended Strategy 

Deployment 

Your mobile force starts this mission in the northwest; your base is in the southwest. 
You must drive your column into your base as quickly as possible. This involves 
defeating a strong Red combat group blocking the way. 

Get your base in order quickly — part of it is shrouded when the mission starts — 
the part that contains almost all the Power Plants. Send a few Rifle Infantry west 
instantly, and other units to uncover the areas right outside your base. Direct the Ore 
Truck to the first ore field you see; otherwise it will just sit there. 

After your column reaches the base, heal all the units with the Health Orb, and 
strike out at the Reds. Your attack against the Red base will almost certainly succeed 
(the defense is weak), so you needn’t add any base defenses to the existing ones. If 
you fail in your attack on the Red base, add a Pillbox or two to protect the existing 
Turrets, and deploy a strong base defense force featuring plenty of Artillery and 
Medium Tanks. This is preferable to building lots of permanent defenses, because a 
mobile force can attack the Reds later, and turn the tables in your favor. 

Don’t forget to lay minefields to minimize the Red threat from north and north- 
east. Destroyers are very useful in AA defense and in repelling enemy amphibious 
assaults. Deploy them accordingly. 
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Mission 8B: Austria (East) 

Objective: Same as 8A. Protect the Power Plants, the Tech Center, 
and the Chronosphere until the 45 minutes are up. 

Difficulty Rating: Moderate to Difficult (the harder of the two 

Level 8 missions 

Starting Forces: Mobile Force — 4 Medium Tanks, 2 Light Tanks, 

2 Artillery, 1 Ranger, 2 Mine Layers; Base Defense Force — 1 2 Rifle Infantry 
Reinforcements: 2 Destroyers and an MCV (to mobile force, almost 

immediately) 

Crates: None 


Tactical Overview 

This mission resembles 8A, except the map is upside down. Your mobile force is in 
the southwest, and the base is near the northeast comer of the battlefield. The Red 
base is in the southwest. 

Only one beach near your base is suitable for amphibious assaults. Also, 
approaches to your base are easier to defend. All this makes 8B an easier choice than 
8A, especially because you also get the GPS Satellite. 

Intelligence Report 

The enemy is massing strong forces to wreck Allied plans. The Red base in the 
southwest has two Refineries, and will produce staggering amounts of Heavy Tanks 

and V2s if you don’t take firm, decisive action. 

As in 8A, the Reds receive reinforcements from beyond the map. The biggest 

influx occurs at around 10 minutes to the mission’s end. 

The enemy formations and forces are almost identical to those in 8A. However, 
Mammoths may also take part in amphibious landings. The Soviets may train amaz- 
ing amounts of infantry if you hurt their economy by attacking Ore Trucks and 
Refineries. Given the terrain, a Light Tank can easily squash 20 soldiers in one outing! 

As in 8A, you should seize the initiative and attack the Reds without neglecting 
base defenses. Crippling the Red base in the southwest will mean fewer, feebler 
attacks, and no amphibious landings. 

The enemy air force isn’t as dangerous in this mission as it was in 8A. Most 
Parabombs miss their mark. 
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offensive, a single Pillbox at each entrance is still a good idea to help control hordes 
of Red infantry. I suggest deploying a strong base defense force, and mining the 
approaches to your base, instead of building extra fortifications. A defense force can 
also be used for attack. 

The Service Depot is in a rather inconvenient location. You may want to build 
another one in addition to other structures (War Factory, Naval Yard). 

Deploy your ships next to the only landing beach near your base. Consider 
walling off the nearby entrance, and mining the beach. 

Strategy 

The overall strategy for this mission is identical to 8A’s. It will take longer to sort out 
your strike force, because there’s no Health Orb, and the Red forces tend to be 
stronger, too. 

I suggest you target the Red Ore Trucks first (they operate in gem and ore fields 
north and east of the Soviet base). Your attack will cause almost all (if not all) Reds to 
leave their base and go after the armor harassing their precious trucks. This is when 
you can slip in a strike force. I recommend attacking the Red Ore Trucks north and 
slightly west of the Red base (gem field), and slipping into the enemy base from the 
east. If this seems complex, settle for ambushing the Red trucks and the rescue force 
the enemy sends out. Note that attacking a Red Ore Truck often makes any Red units 
attacking your base stop and go to its rescue! This can be an excellent way out of a 
tight situation. 

The Reds tend to send out lots of infantry. Line some Artillery up behind your 
Turrets/Pillboxes to take care of the infantry that survives your Tank tracks. 



Mission 9A: Latvia (North) 


(ACCORDING TO VON ESLING, RIGA) 

Objective: Get a Spy into the Red Command Center, and bring Kosygin 
back to your base. 

Difficulty Rating: Moderate (the easier of the two Level 9 missions) 
Starting Forces: 2 Rifle Infantry, MCV 

Reinforcements: 2 Cruisers (upon infiltrating Red Command Center) 
Crates: None 
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Intelligence Report 

Enemy presence in the area is fairly strong; things get significantly tougher as time 
goes on. If you move fast, you should encounter minimal opposition; the enemy is 

very passive. 

You’ll set up base on a small island south of a land mass containing the Red base. 
This means you must build a Naval Yard to carry out the operation. Expect enemy 
Submarines to come sniffing; the sooner you move, the less chance you’ll give the 

Subs to spoil your plans. 

There are two entrances to the Soviet base; Dogs guard both. Mammoths almost 
totally block the narrow south entrance. It’s also used by the Red Ore Trucks, so take 

care: A heavy vehicle can crush both Bond and Kosygin. 

As they do your Spy, the Reds perceive Kosygin as a friendly; however, Dogs 
will attack him. Expect the release of more patrol Dogs once the Spy infiltrates the 

Command Center. 


Recommended Strategy 


Deployment 

Start your base near the northern shore of the island: You want to be able to build a 
Naval Yard there. 


Strategy 

Quickly build up your base to full standard. Then I suggest you put together the fol- 
lowing task force: two Transports; two Medium Tanks; two Light lanks, one 
Artillery; one APC; one Spy, and at least five Rocket Soldiers. Load everyone aboard 

and sail to the nearest visible beach on the northern shore. 

A Hind will appear almost immediately. Shoot it down with Rocket Soldiers. 
The Soviets will rebuild their air force, variously choosing Yaks or MIGs, and your 
Rocket Soldier will shoot down the aircraft yet again, and maybe a third time. 

In the meantime, move the Artillery with the Tank escort to the north, Spy fol- 


lowing. Use Tanks to shoot Dogs they encounter en route. Get the Dogs guarding the 
entrance with the arty at extreme range: Just make sure your Tanks don’t fire at a 
passing Ore Truck! The moment you kill the Dogs, the Reds will surge south, but the 
Mammoths tend to give up quickly. Retreat with the Artillery and your Tanks all 
the way to your landing beach, if necessary; some tenacious infantry are likely to fol- 
low. Run them over with a Tank. 

Meanwhile, your Spy should have no difficulty getting inside the base and infil- 
trating the Command Center. Kosygin will walk out — as will four Dogs, from a com- 
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The best landing beach is in the little bay almost directly north of your base. The 
beach on the south shore of enemy land is next to an ore field frequented by Red Ore 
Trucks. Land in the west so none of your units accidentally open fire on a Truck, but 
direct Bond to enter the Red base from the south. 

Recommended Strategy 

Deployment 

Set up your base in the western part of the island. Build the Naval Yard off the north shore. 
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Tactical Overview 

This is a mission with a twist — two missions in one, in fact. A Concrete Wall sur- 
rounds the Command Center, and you must destroy a section to get the Spy in. To 
destroy a section, you must move units within range. To get within range, you have to 
enter the main Red base and demolish a couple of Power Plants blocking the way, 
dealing with Red defenses as you go. 



It’s not wise to attempt this before you’re ready: You could be caught with your 
knickers around your ankles. The moment your spearhead finally gets in striking dis- 
tance of the Wall around the Command Center, the Reds will fire their nukes. 
Fortunately, they’re not aimed at you. However, from that moment on you have one 
hour to capture the Command Center and deactivate the control centers for the mis- 
sile computers. The longer you take to capture the Command Center, the less time 
you’ll have inside. 


Intelligence Report 

The enemy has assembled very strong forces for this battle. You’re dealing with two 
Soviet bases; one is an air base. Small Red combat groups are scattered across most 
of the battlefield. Typically, they consist of a Heavy Tank with infantry. Single V2 
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An enemy payroll truck should pass through during the early stages of this mis- 
sion. Intercepting it can earn you 2,000 credits. 

Recommended Strategy 

Deployment 

I suggest you set up your base immediately, and quickly build it up to full standard, 
build a second Refinery the moment you complete your Service Depot. Make sure 
your base layout allows for easy traffic flow between the northwestern part of the bat- 
tlefield and the south. Place at least one Refinery to the east, as close as possible to a 

nearby gem field. 

You’ll need no permanent base defenses of any sort. However, early on you 
should deploy a strong squad of AA Rocket Soldiers with a Medic in the flight path 
of Soviet aircraft, and position Rifle Infantry to deal with the parachuting pilots. 

Strategy 

Set up your base where you start— -in the southwestern comer of the battlefield. Send 
the two Light Tanks on probes east and north: Red infantry may descend on you right 
away. Squash them with the Tanks and continue initial reconnaissance until you spot 
a V2 Launcher to the northeast. Watch the area northeast of your base like a hawk: 
The V2 Launcher will move, and soon a Red truck will approach from the north. It s 
within reach for just a short time before it turns east. Make sure your Tanks get it, and 
recover the 2,000-credit crate. It’s a great help in quickly building your base and 
army to a respectable level: Your opponent has two Refineries and four Ore Trucks to 

service it from the start. 

A Heavy Tank may come sniffing after the deceased truck. As soon as you ve 
killed it and repaired all your vehicles, divide your mobile forces into two combat 
groups. The first, operating out of the narrow pass north of your base, will clear out 
the area to the north and northeast: A sprawling ore field there receives regular visits 
from a Red Ore Truck. The second should sweep the whole southern part of the bat- 
tlefield, right up to its eastern edge. Red presence there consists mostly of infantry 

among others, four Grenadiers guarding a bridge. 

Remain active while you build a Tech Center and concomitant Power Plants. 
Avoiding losses and repairing damaged vehicles should allow you to build up a force 
of about a dozen Medium Tanks quickly. With three to four Lights and three to four 
Artillery pieces, you can go on the offensive. Don’t worry about training any infantry 
other than the guys who’ll defend your base from aircraft and their pilots. Allied 

Tanks are nimble, and make a terrific anti-infantry weapon. 

Start by picking on the individual Red guard groups usually a Heavy Tank with 
three infantry. A couple of V2s may try to attack from the east, and so will a couple 
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of a corridor, and a squad of Rifle Infantry on the other. Keeping the Medic right 
behind the Rifle Infantry minimizes risk of fatalities during an unexpected shoot-out. 

Although including two Spies and two squads of Rifle Infantry encourages split- 
ting the group into two, I recommend keeping everyone together. As long as you have 
20-odd minutes at the start, you’ll be fine. Lead off with one squad of five Rifle 
Infantry plus Spy, follow with the Medic, the reserve Spy with the Engineers, and 

close the procession with the second squad of Rifle Infantry. 

Go south down the eastern corridor, keeping on guard (a couple of Reds may 
come from the south). Carry on all the way down to the southern edge of the battle 
map: Basically, follow the red line on the floor. Keep to the west side of the corridor. 
That way, the soldiers standing in the entrances to the east won’t see your guys. 

The large room at the southern edge of the battle map is full of Tanks. There are 
also a couple of drums here and there (hint, hint). For now, send your Spy along the 
arrows pointing south. As he nears the edge of the battle map, a couple of Grenadiers 
appear, and are promptly shot by Tanya, who now enters the scene. 

With Tanya, the whole mission becomes very easy. Start by blowing up the 
drums in the Tank parking lot. A bunch of Reds from a room to the northeast will 
come down to investigate. Take them out with Tanya. Leave the parking lot to go east 
and north, liquidating a few Reds on the way. A single control center lies in the east- 
ern part of the battle map; it’s accessible only from the south, via a long corridor. 
Place an Engineer in front of the big white console to deactivate the control center. 

Next, retrace some of your earlier route. I suggest you go west first, “do” the 
control center in the southwest room, and proceed north to deactivate the last two, 
in the northwest and the northeast. Before shooting it out with enemy soldiers, see 
first whether it isn’t possible for your team to sneak by unnoticed: Remember, 
infantry have a short spotting range! Consult the map for the locations of individ- 
ual control centers. 

The trickiest part comes on the way to the control center in the northwestern cor- 
ner of the map. The large room south of this control center contains a Flame Tower; 
there’s also another big white console in this room, behind and to the right (or east) 
of the Tower. Of course, by now you know that whenever you see a console in this 
mission, you must place an Engineer in front of it, and something good will happen. 

Engineers burn easily, so you must trick the Tower. Put a Rifle Soldier in the 
lower left corner of the room, and an Engineer in the lower right, by the entrance. 
Order the Rifle Soldier to run north along the wall and past the Flame Tower; a 
second later, send off the Engineer along the other wall. The Flame Tower 
attempts to torch your Rifle Soldier, managing to singe his backside; by the time it 
turns to spit flames at the Engineer, he’s past and on his way to the console. When 
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Both Level 1 1 missions feature very healthy finances. Take this opportunity to 
maxi mi ze your Economy score. 

Intelligence Report 

The Reds seem strong, but they’re strangely lethargic in this mission: Low morale? You’ll 
find most Red units have strict sentry orders; they’ll be reluctant to attack your base. 

The Red show of strength includes numerous V2 Launcher-supported 
Mammoths. However, the Reds tend to use the big Tanks singly or in pairs, at most. 
Red units don’t communicate in the field: You may destroy them one by one with 
almost total impunity. The Reds limit their assaults on your base to the occasional 
Mammoth with a Flamethrower escort, and they don’t happen often. 
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your Apaches: It’s up to you whether to remove the offending SAM Sites first, or the 
Yard. Going for the SAMs first means no casualties, if you handle things right. 

Having destroyed the Yards, you’re halfway there. Direct your Apaches to destroy 
the SAM Sites and the Tesla Coils on the island; set up the second Construction Yard 
next to the shore in the southern part of the river, near the small ice floe. If you build 
your Naval Yard south of the floe, Submarines won’t trouble it. Then proceed to build 
several Gunboats: Fourteen Submarines are scattered out there, in packs of three, or 
singly! I suggest you wait till the Apaches finish with the island so they can join in on 
the attacks on the Subs. Also, eliminating island defenses first means Teslas won t fry 
your Gunboats as they pursue fleeing Submarines. 

You needn’t clean out every single Sub, but in my experience this mission leaves 
a lot of time on your hands, so why not? You have to wait for the Allied fleet anyway, 
so just keep on destroying the Reds in a methodical and orderly fashion. Targets out 
of ships’ range deserve priority. 

Alternate Strategy 

My personal favorite strategy is somewhat different. Having set up base and dealt 
with nearby Red units, I destroy the Red Construction Yard on the eastern shore, but 
capture the one in the west — along with several Airfields. I deploy my second MCV 
and instantly sell the new Yard. 

I build several MIGs, and use them to destroy Red defenses; they’re much better 
than Apaches at taking out SAM Sites because they’re so fast. Finally, I build a Naval 
Yard in the north, by the former Red base. A Red Sub tries to destroy it — unsuccess- 
fully. After that, it’s clear sailing. With the Teslas gone from the island, I infiltrate the 
Sub Pen, pinpoint the location of the Subs with the Sonar Pulse, and clean them out. 
(I discussed antisub tactics in detail earlier on.) 


Mission 1 1 B: Neva River, Russia (South) 

Objective: As in 1 1A, clear the way for Allied Navy. Destroy Submarines 
and Tesla Coils so Allied ships can sail across. You need not kill all Subs, 
but the more you do, the better your score. 

Difficulty Rating: Moderate to Difficult (the harder of the two 

Level 1 1 missions) 

Starting Forces: 2 Medium Tanks, 2 Light Tanks, 2 Artillery, 2 Rifle 
Infantry, 2 MCVs 

Reinforcements: Allied fleet enters the river from the south after two 
hours, shooting at everything it encounters, but you can't control it. 

Crates: None 
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When you’ve assembled your squadron of choppers (I suggest six, as usual), 
attack the southern two SAM Sites in the western Red base, and then take out the 
Construction Yard. Repeat for the base in the northeast comer. Note: You must dogleg 
the choppers’ course, directing them to the southeast comer of the battlefield first, or 
the island SAM Sites will massacre them on the way out and back. 

Set up a second Construction Yard close to the southern shores of the river; build 
a Naval Yard, and then several Gunboats and possibly a Destroyer (if you plan to use 
it against island Teslas). Infiltrate the Red Sub Pen by their western base to acquire 
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Notice that Power Plants fill the northwestern comer of the battlefield. However, 
bear in mind that the Red bases have power supplies independent of each other. 
Disabling Teslas in one base doesn’t disable them in the other. 

Recommended Strategy 

Deployment 

An Allied Cruiser takes care of the Reds infesting your landing spot. Deploy the MCV 
a little to the northwest — -just don’t put it too far south. You want to gain the option of 
building a Naval Yard in the waters north of your base without too much trouble. 
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you’re supposed to capture: If you destroy it before the capture, you lose the mis- 
sion.) Target the War Factory and Barracks, as well. 

While the Cruiser softens up the northwestern base, turn your attention to the one 
in the northeast. A Mammoth and a few Heavy Tanks usually sit in front of its 
entrance. You may want to build a couple of Apaches and soften up those vehicles 
before moving in. Yep, a traditional assault will best crack the northeastern base, in 
spite of the two Teslas (one at the gate, the other by the Tech Center). The Teslas take 
a long time to charge up, and your swift Tanks can destroy them before they do too 
much harm. 

Include a half-dozen Medium Tanks and maybe three Artillery pieces in your 
assault force. Don’t worry about capturing the Tech Center yet: Your first objective is 
to destroy the Teslas and the Red Hinds. Your almighty Cruiser will destroy the 
Hinds in the northwestern base easily, but only ground forces can tackle those in the 
northeastern base (the SAM Sites make an Apache strike too expensive). 

Open proceedings by sending the Medium Tanks against Red armor south of the 
base, and probably squashing about a dozen infantry, as well. Repair your Tanks, and 
then form up again and go after the Teslas and the Hinds. Target the first Tesla, and 
then the second. Here you can take personal command of a Tank and squash all the 
soldiers in front of the Red Barracks; then go after the Red Helipads. You must 
destroy them before the Engineer raid on the Tech Center: Red pilots will target 
Engineers before anything else, and they always get them. 

After you deal with the Red choppers, withdraw. Assemble two strike forces, 
including an APC with Engineers in each. The task force headed for the northwestern 
base can be smaller, but the northeastern group should have at least six Tanks and 
some supporting units, such as Rangers or Artillery. You may even send the north- 
eastern task force out earlier for insurance, but park them somewhere after they clear 
the way for the capture of the Tech Center. The Reds get excited when you do that, so 
it’s best to get both at the same time and avoid hassles. 

Send the northeastern task force in, storm the base, and capture both Tech 
Centers. I suggest setting things up carefully at the northwestern base. Have your 
Engineers stand by the Tech Center, ready to walk in. Don’t worry about their safety 
as long as the base itself doesn’t contains any units (including Dogs!). The Soviet 
vehicles parked near the western edge of the battlefield remain there to the bitter end, 
even when you’re blasting the Flame Tower just a short distance away. 

Took carefully while storming the northeastern base: You may see Teslas frying 
Attack Dogs— a rarity. To maximize your score, you should of course destroy all Red 
structures and units before capturing the Tech Centers. 
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Some Generators have their own protective Flame Towers. Don’t attempt to 
storm them with Engineers. Find the control console instead, and blow up the Flame 
Tower (this mission calls it “deactivating a Turret”). 



Recommended Strategy 

Deployment 

Your forces are predeployed in this mission. Don’t attempt to join them until fairly 
late in the mission, and only if you plan to assault the Reds guarding the corridor 
leading to the Treasure Room. 

Lead each Group with squads of fine Rifle Infantry (Group South also has a Spy; 
he should run parallel to the lead squad); put the squad containing the Medic, 












Chapter 3: The Allied Missions 123 



While clearing the Jammer Room, keep an eye open for a patrol of 
two Reds with a Dog approaching from the south. You may be able to 
time an explosion with their appearance, which makes things easier. 

Direct Group South to go— south. Just follow the yellow and black 
line. The floor will change to metal — something that always signals a 
Generator Room. Two Red Rifle Soldiers are just beyond, and there’s a 
Grenadier in the room south. This room also contains a Generator: The 
Engineer sets the explosives when you place him just south of a 
Generator. You receive confirmation when he does so. 

Staying with Group South, retrace your steps along the yellow and 
black line, going north. Watch for a patrol of two Red rifles! I usually stop 
my guys for a breather at the nearest corridor intersection; they shoot the 
approaching Reds, and the Medic does his stuff while they wait. 

• Group North: Go east, passing through the Heavy Tank Room. You can 
fight the three Rifle Soldiers there, or you can avoid them: Simply keep 
your merry band moving along the south wall, where they 11 stay out of 
Red spotting range. A Flame Tower with a soldier blocks the corridor 
leading east from the Tank Room. Stop beyond his spotting range, and 
don’t worry about your guys shooting at the Tank. 

• Group South: Go north along the striped line and turn east, still following 
the stripes. A Grenadier guards a console on the north wall, just up front. 
Get the guy, and get an Engineer in. The Flame Tower in front of Group N 
will blow up. As soon as you’ve got three healthy rifles, send them 
directly south, where a lone Red guards a Health Orb crate. Shoot him and 
heal everyone instantly. Watch for a Dog approaching from the Generator 
Room from the east. 

. Group North: Advance and shoot the Red still guarding the corridor lead- 
ing east from the Heavy Tank Room. Go east, advancing in short hops and 
keeping an eye out for a Dog. Next, deal with two Red Rifle Soldiers. The 
corridor’s south wall bulges to form an alcove; a Health Orb crate lies 
there, but for now, turn north. Three Rifle Soldiers stand between your 
guys and a Generator. Place explosives, and receive reinforcements of 

three Rifle Soldiers in the south. 

• Group South: Move into the Generator Room visible in the east. Usually 
there are five Reds in that room; take care. The Generator is in the south- 
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Generator Room, with a Dog and two Rifle Soldiers at the entrance. Watch 
your back: A patrol of two Reds may surprise your guys from the rear. 

Go into the Generator Room and turn south, where a lone Red rifle 
guards the Generator. This Generator Room has a second entrance/exit 
in its southern part, leading west — you’re at the east edge of the map. 
Reassemble Group North in the short corridor leading back to the 
Flame Room; heal the wounded. 

Group South: The V2 Room Flame Tower should have finished its job by 
now. Move through the room, toward its west wall. I suggest you blow up 
the oil drums for safety. Move into the corridor leading west. Its north 
wall features two white consoles, side by side. One blows up a Tower in 
the Flame Room, the other gets rid of the Flame Tower blocking the corri- 
dor to the Treasure Room in the north. Shoot the drums at the west end of 
this corridor to attract the attention of the Flamethrower in the Generator 
Room beyond, and then target your guys on the approaching 
Flamethrower; if they attack, he won’t even singe them. Send an Engineer 
to the Generator in the room. 

Group North: Move west along the corridor leading to the Flame Room. 
Shoot the two Reds guarding the single remaining Flame Tower and turn 
south, and then east. Shoot a Dog and two Rifle Soldiers. Wait for two 
more rifles to approach from the south; kill them, and move south. What I 
call the “Kosygin Room” is revealed. It features a guy who looks just like 
Level 9’s Kosygin standing in front of 12 infantry — four Flamethrowers, 
four Rifle Infantry, four Grenadiers. They all stand in front of a Flame 
Tower with a couple of oil drums at the base (hint, hint). A Dog guards a 
console on the west wall of this room. 

Get a lone Rifle Soldier to shoot the Dog; if the rifle hugs the wall, 
he can slip in and out without exciting the Reds. Then send in an 
Engineer. The moment he steps in front of the console, the Flame 
Tower blows up, so do the oil drums, and so do the 1 2 infantry. Only 
Kosygin’s twin remains. Shoot him, reassemble everyone in the center 
of the room, and go east to yet another Generator Room. This one con- 
tains a Generator and a console in its northern part. The console blows 
up the last Tower still standing in the Flame Room. At this point. 
Engineers can finally access both Generators in the Flame Room. 
These are the mission’s last remaining Generators. 



You have the opportunity to use Thieves for the first time. Putting the two 
Thieves you get at the start to good use is obligatory, because you start this mission 
with only 1,800 credits — not even enough to build a Refinery. Do not attempt to steal 
credits from the Ore Silo you see right at the start; go for the Silos that become acces- 
sible after Tanya single-handedly conquers the Red (Brown) base. This should 
increase your funds to 5,175 credits. 
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You must build strong antiaircraft defenses in this mission. AA Guns are obliga- 
tory on all approaches used by Red aircraft — from the northwest, west, and southwest. 
In addition, you need three strong squads of Medic-assisted AA Rocket Soldiers. 

While permanent base defenses against ground forces aren’t necessary, construct- 
ing a line of Pillboxes and Turrets across the land bridge in the center of the battlefield 
will greatly simplify this mission. You should also give priority to building a Tech 
Center. Forget the Chronosphere; it’s not worth half the money it costs to build. 


Strategy 

As you begin this mission, Tanya and the Thieves are trapped between two sets of oil 
drums. Immediately direct Tanya to shoot the Rifle Soldier on his way to blow up the 
northern drums, and get the Thieves to run west, straight at the enemy soldiers. Move 
quickly and Tanya will succeed in shooting every enemy soldier before they get a 
chance to fire — including several guys with a Dog that descend from the north. 

Move forward cautiously. Watch for a Red Grenadier in the south, below the 
drums, and another hidden in trees to the west. Continue moving Tanya west in very 
short installments, sweeping the edge of the Shroud with the cursor to check for 
invisible enemies. Advance the Thieves close behind. 

Continue west until you come to a concrete gateway that marks a double ford, 
and then turn north. Watch out for a Dog coming to meet Tanya! The whole enemy 
base is revealed the moment Tanya crosses north of the first enemy structure. 
Continue north, shoot the three guards immediately visible, and start blowing up 
Power Plants — while keeping an eye out for a Red chopper. It lands to disgorge five 
Flamethrowers and Grenadiers. Shoot those well away from the oil drums you’ll see 
around the Flame Tower to the east. 

No doubt you noted the Red truck when it flashed by right at the start. When 
Tanya enters the base, the truck is parked by a SAM Site. Don’t let Tanya step too 
close too early, or the truck will attempt to drive away. Wait until you’ve dealt with 
inquisitive enemy infantry and Dogs, and blown up all the nearby Power Plants. 
Order Tanya to shoot at the truck only when all that’s done. 

The truck will try to drive away, and in doing so move close to the oil drums 
around the aforementioned Flame Tower. Shoot the drums: They’ll explode, the truck 
will disappear, and a crate will appear instead. Continue eliminating enemy soldiers 
until the base is empty. At this point, direct Tanya to start blowing up buildings, and 
the Thieves to the three Ore Silos in the northeast corner of the base. 


Your reinforcements arrive the moment the first Thief dives inside an enemy Ore 


Silo. Direct the vehicles into the base while keeping Tanya busy. I suggest you blow 
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Cruisers, Of course, this doesn’t negate the need for an armored group near the 
Pillboxes. Inspect this group regularly, exchanging damaged Tanks for new ones 
and sending them back for repairs. (It’s a good idea to have two Service Depots in 
this mission!) 

The Red attacks that follow the building of the Naval Yards are the last serious 
threat you’ll face. If your inland navy includes a few Destroyers, your base will also 
be additionally protected from Red aircraft: You can position the Destroyers in the 
enemy’s flight path. 

The Cruisers turn the tables in your favor, however. A single salvo kills half a 
dozen Red infantry, and, given the numbers of Flamethrowers, this is a welcome 
development. The Reds’ mounting obsession with the line of fortifications between 
the Naval Yards helps, as they send dozens of units to certain death. The Red stream 
thins to a trickle by the time it passes under your naval guns. 

Thanks to the Cruisers’ impressive range, you can also cut off the Red ore supply 
with surprising ease. The Cruisers’ guns cover the big ore fields just east of the Red 
super-base, and given a little Apache support, you’ll quickly destroy Ore Track after 
Ore Track. 

It won’t be long before you reduce the Red forces to a fraction of their former 
might. This is the moment to launch your first big ground assault. I recommend you 
direct it against the Soviet super-base in the northwest. The Soviet base and radar 
complex in the south are attractive takeover targets. However, the southern base com- 
mander’s passivity is so pronounced that I sensed a trap. When I chronoshifted a 
Cruiser into the western part of the southern lake and destroyed the south 
Construction Yard, the Reds immediately sold off all their buildings and threw a 
horde of Rifle Infantry my way. Fortunately, they chose a stupid route-— the 100-plus 
Red infantry trekked north to the land bridge in the center before turning toward my 
base. My ships blasted most attacking Reds to pieces long before they were any- 
where near my base. 

The Cruisers already will have reduced Red fortifications midway across the 
northern land bridge to rubble. Assemble a strong strike force — mine numbered a 
dozen Tanks, six Artillery pieces, and two APCs with AA Rocket Soldiers. 
Coordinate the strike with any Apaches you have. Direct the choppers against enemy 
vehicles and Flame Towers, preferably distant from SAM Sites. Hinds are likely to 
attack your task force; if so, deploy the AA Rocket Soldiers. 

Plan your strike so you advance on a broad front, and your vehicles get in each 

other’s way as little as possible. Hit the first Tesla if it’s still there, and then turn 
against the War Factory and the Power Plants to the west. Target Teslas the moment 
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easy to wipe out the whole Power Plant complex from the air. However, this strategy 
involves maintaining larger ground forces to combat the Red land threat successfully 
without naval support. In my experience, it’s simply more costly and less effective. 
Also, it’s more tiring (there’s a lot of choppers to shuttle between Helipads and 
Service Depots). 



Chapter 4 

The Soviet Camnaifin 


T he Soviet campaign is easier than the Allied campaign. It’s as simple as that. 
Red weaponry features several excellent offensive units — and, after all, 
completing a career is all about offensive play. As a rule, reaching mission 
objectives involves mounting repeated attacks on the enemy — more often than not, 
you must also destroy the enemy base or bases. 

We’ve already discussed units and battle tactics, so here we’ll just highlight the 
main points. The Soviet lineup features an impressive array of aircraft and airborne 
units: Offensive weapons don’t come more offensive than this. Soviet ground units 
don’t have such a strong offensive character; they’re slow, and speed is very impor- 
tant when attacking. However, Red weaponry makes up for this shortcoming with 
tremendous firepower. Soviet Tanks’ double-barreled cannon and the V2’s devastat- 
ing firing range make it easy to shift battle odds in Red favor. 

The Soviet mission tree is peculiar in that the ‘B’ missions tend to be easier than 
the A’ missions, where a choice is available. For example, 2B and 4B are easier than 
2A and 4A, and Mission 13B is the only sane choice at Level 13. (Mission 13A con- 
tains a frustrating twist that looks suspiciously like a bug — one with hairy legs.) The 
two puzzle missions, 3A and 7A, are much easier than the puzzles in the Allied career. 

In return for all this lack of hardship, the Red player has to endure several pretty 
silly videos. The Allied leaders are crisp and professional; Stalin and friends are buf- 
foons, happily drinking both vodka and poisoned tea. You won’t feel very motivated 
by your leaders. 
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Recommended Strategy 

Deployment 

Your forces are predeployed in this mission. 

Strategy 

Wait for the Yaks to land, and then number them using the ICTRLl + (0-9) keys. 
(Note that in Red Alert you can number a unit with a zero.) Once you’ve done that, 
send individual aircraft to strafe the oil drums scattered around the battlefield. Target 
just one aircraft per bunch of drums; you don’t need more. 

You’ll receive Paratroop reinforcements following the destruction of each of 
these three main groups of oil drums/structures — the middle group around the 
Ranger just north of the bridge; the western group around the church; the northeast- 
ern group, stretching all the way to the top of the map. Blowing up one oil drum in 
this last, big group will explode all the others, and any units in between. 
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Your reinforcements consist of 10 Grenadiers the moment you destroy the enemy 
Ore Refinery. The Grenadiers parachute onto the battlefield just north of the enemy 
Refinery’s location. It’s possible to complete this mission without training a single 
soldier, although you’ll have to purchase at least one Yak aircraft. 

This is the first mission in which you can build structures. A Refinery is obliga- 
tory (Economy score); Barracks are optional, but I recommend you build them in 
case things go wrong, and you must turn out a couple of extra Rifle Soldiers. (If 
you’re a relative newcomer to Command & Conquer, you should train a half-dozen 
Rifle Infantry. You’re bound to make a couple of mistakes.) 

Intelligence Report 

The enemy forces you’ll face in this mission constitute a minimal threat, provided 
you take the initiative. Expect enemy probes consisting of infantry — several Rifle 
Infantry, or a couple of Rocket Soldiers. This is where the Attack Dogs shine. Note 
that a targeted Dog moves much faster than one simply moving to a neutral destina- 
tion, and that the Dog leaps the last two tiles to the target. 

In addition to enemy infantry, you’ll encounter single Rangers. These will deploy 
defensively, for the most part, although a recon Ranger may approach from the south. 

The Allied base is in the battlefield’s western half, accessible from north and 
south. Several Turrets defend the southern approach. Use the northern route, through 
the river ford. 

The Allied forces are feeling defeatist, and rarely attempt to repair damaged 
structures. The low morale generates mistakes: Oil drums lie scattered negligently 
along the western perimeter of the Allied base. Targeting them with an aircraft at the 
right time can help you complete this mission. 

Recommended Strategy 

Deployment 

Improve on the initial deployment by dividing your force into three groups. One (a 
couple of Dogs) should guard the bridge; another (a couple of Dogs and some Rifle 
Infantry) the approach from the south; the third and strongest (Dog plus remaining 
Rifle Infantry), should take up position at the river ford to the north. 

Strategy 

Build your Ore Refinery and Yaks while dealing with enemy probes at all three entry 
points. Typically, Rifle Infantry attack across the river ford, and Rocket Soldiers try 

to enter from the south. 
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closest to the oil drams along the western edge of the base; then hit the drams with 
your Yaks or a Rifle Soldier. 

Your first priority is to destroy the refinery, and anything that can help you 
achieve this is worth considering. Preceding your attack with a strafing run by the 
Yaks can be worthwhile, although you might lose one to a rocket on the way back. 

Get your Engineer into the enemy building the moment it’s safe to do so, and 
he’ll hasten the destruction. You may have to detach a couple of Rifle Infantry to 
keep enemy troops at bay while the engineer makes his run. 

You receive 10 Grenadiers the moment you destroy the Refinery; you’ll defi- 
nitely need them to finish off remaining enemy forces, which include several Turrets 
and the Ore Track. This last target is a pig, and if you’re not careful, you may lose 
more men fighting the Track than during the rest of the mission. You might strafe it 
with Yaks, but don’t count on them to do much damage. 

Throughout this mission, keep an eye on the southern approach to your base. 
Don’t hesitate to train extra troops when pressed! 


Mission 2B: Silesia 
(Germany/Poland South) 

Objective: Destroy all enemy buildings, kill everyone not wearing red. 
Difficulty Rating: Very Easy to Easy (definitely the easier of the 
Level 2 missions) 

Starting Forces: 4 Rifle Infantry, 4 Grenadiers, 4 Attack Dogs 
Reinforcements: 3-5 Paratroops (Rifle Infantry and Grenadiers) 

Crates: 2,000 credits (in Blue truck); 2,000 credits (in church just east of 
your base, where the Blue truck stops); 1 Health Orb (in church to south- 
east, across river) 

— — - — — 

Tactical Overview 

A river halves the battlefield. Yours is the western half; the Allied base is in the east. 

The river ends short of the battlefield’s southern edge, so there’s a southern route 
into the enemy base. There’s also a bridge west-northwest of your base, and a ford in 
the extreme north. The best strategy is to attack from north and south; ideally, you 
should start the northern attack just before the southern push. 
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Recommended Strategy 

Deployment 

Split your forces into three groups to guard the three possible approaches to your base. 
Send the strongest group to the bridge, and the other two to the north and southeast. 

Strategy 

First, deal with enemy probes across the bridge (and possibly from the north). The 
group by the bridge should quickly get the blue truck and destroy the church for a 
total of 4,000 credits. Step onto the bridge to uncover its other end; you’ll see two 
Turrets surrounded by oil drums. 

Build an Ore Refinery: More credits boost your Economy score. Get Yaks for 
your Airfields — they’re expensive, but they come in very handy. Build Barracks to 
train soldiers in case of emergency, but don’t crank out Rifle Infantry like crazy; you 
don’t really need any, given the reinforcements. If you’re feeling shy, add six or so 
Rifle Infantry to your starting forces. 

Leave no more than a Dog or two to guard the bridge (you can always train a 
couple of Rifle Soldiers if you need to), and split your remaining forces into two 
groups. One will attack from the south, the other from the north. The southern group 
should be stronger, and both groups should include a Dog to lead the way. 

Move out, keeping a close eye on the southern group. The northern strike force 
will probably encounter little or no opposition all the way to the enemy base; usu- 
ally, a single Rifle Soldier guards the ford. Stop your Dog as soon as you spot the 
enemy, and move in with your infantry: An enemy soldier on guard will always kill 
an attacking Dog. You’ll see some Sandbags a little farther on; move past those to 
reveal the whole enemy base. Note the oil drums lined against the cliff base, near 
the Barracks. 

Pause with your northern group and get going in the south. You’re likely to run 
into the enemy Ore Truck there: Don’t shoot at it; move on. Keep an eye out for sin- 
gle Rangers on guard (they kill Dogs), and attack it with all your men when you spot 
it. Enemy infantry may come to investigate, presenting an easy target. Don’t forget to 
destroy the second church and heal all your troops before the main action starts — and 
it should start now. 

Strafe the oil drums around the pillboxes by the bridge with your single Yak, and 
the oil drums in the Allied base with the other. Move your northern force into action; 
destroying the drums results in a paradrop of five Rifle Soldiers and five Grenadiers. 



Recommended Strategy 

Deployment 

Your forces are predeployed in this mission. 

Strategy 

The mission commences with the enemy Spy doing his stuff while you sit and watch. 
Your Dogs appear shortly: Target them on enemy infantry retreating south. Targeted 
Dogs move faster; just don’t forget to retarget them in time! 

That time comes when a bam is revealed to the southeast. A single enemy soldier 
guards it, and a civilian stands in front of the building. Target your Dogs on those 
guys, and deal with (possibly) a third civilian who appears on the scene. You receive 
as reward live infantry who emerge from the bam. 
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Tactical Overview 

A river runs through the battlefield, protecting the Allied base from the south. The 
Radar Dome is in the northwest comer of the battlefield, on top of a long ridge run- 
ning north-south along the battle map's west edge. 

Allied reinforcements enter the battlefield periodically in the southwest comer. 
Setting up an ambush there will minimize the danger they pose. 

This is Red Alert's first full-fledged mission. You can build the Radar Dome, 
Airfields, Heavy Tanks, and V2 Launchers. The Airfields in this mission function as 
they should: You get the benefits of the Spy Plane, and Paratroops. Of course, you 
can and should build Yaks. 

There are no fewer than five points of entry into enemy-held territory. Two, 
almost directly north of your starting point, are best left alone. These are a narrow 
land bridge guarded by Turrets and Medium Tanks, and a bridge with identical guard. 

The third point of entry is northeast. Going north along the eastern edge of the 
battlefield, you’ll see a road leading west. It's unguarded, and provides you with a 
good attack route into the Allied base, and an opportunity to destroy a couple of 
Allied Power Plants. 

The remaining two points of entry are to the west— two fords across the river. 
Pillboxes supported by Light Tanks guard both. The far western ford leads to the 
Radar Dome; the closer one is the shortest route into the Allied base. The Gap 
Generator is just beyond the Pillboxes. 

Intelligence Report 

Enemy forces are significantly stronger in this mission. Expect to encounter mobile 
combat groups consisting of Rangers and Medium Tanks, as well as light and 
medium armor. Enemy will deploy offensive formations of two or three Rocket 



Chapter 4: The Soviet Campaign 1 49 



If you know how to fight, there’s no need for defensive structures. Your Heavy 
Tanks, V2, and a handfui of infantry can hold the fort while you get your base going. 

A Service Depot is a great help: In addition to repairing vehicles, you can sell 
them at half price. Not all missions allow that! 

Strategy 

Fight off the Ranger attack as you set up your base. Then gather your two Tanks and 
V2, and go west. A road runs up to the river just a short way on, and there’s a familiar 
little brown house. Destroy the house with a rocket and cannon shells and heal your 
units. Allied forces may timidly try to interfere, especially when you move closer to 
the river, but the Light Tank isn’t much of a threat for your heavy guys. 

Immediately proceed west. A couple of Light Tanks guard the westernmost river 
crossing, and the Allied reinforcements enter the battlefield just to the south. Keep 
that in mind as you set about the church; the crate inside will greatly boost your war 
effort. By that time, you should already have built your factory. Get going on Heavy 
Tanks and on the Radar Dome (build an extra Power Plant first). Your goal is to build 
an Airfield ASAP, and receive both Spy Plane and Paratroops. 

If Allied reinforcements catch your vehicles in the southwest, fight it out. You 
may lose if Light Tanks guarding the river ford join in the fray, but you’ll weaken the 
Allies sufficiently, whatever happens. You can finish them off with Grenadiers and 
Rifle Infantry if they attack your base next. 

However, chances are you’ll be able to recover the money crate and destroy the 
Light Tanks before Allied reinforcements arrive. If you’re ready, you’ll defeat them 
there and then. Destroy the Pillboxes with the V2, and cross the river with your 
combat group, going north at full speed. Back at the base, get a small combat group 
together and send it out west to intercept any Allied reinforcements that try to 
interfere. 

Light Allied forces may guard the Radar Dome-Power Plant complex in the 
northwest. They’ll be no match for two Heavy Tanks and a V2, however. 
Immediately hit the Radar Dome with a rocket, and get the Tank cannons busy. 
Sacrifice your battle group if necessary, and send in a Yak to help if one’s ready. Just 
get that dome at all costs! 

The moment you do, the battle turns in your favor. You may have to deal with a 
confused Allied counterattack or two; otherwise, you’ll be free to concentrate on 
planning your final offensive. Four to six Heavy Tanks and two to four V2s are all 
you need, depending on your skill and patience. Use the V2s to destroy Allied 
Pillboxes while staying out of range of return fire, intercepting counterattacks with 
Heavy Tanks and infantry. 


a 


plex itself. 

The Allies have an ore operation going in the southern ore fields; this is where 
most attacks are likely to come from. Expect infantry-supported Light Tanks. If you 
move quickly, Allied reinforcements won’t play a large role in the battle; they seem 
to be much less frequent than in Mission 4A. 

The Soviet Heavy Tank outguns the Allied Tanks, which are limited in numbers, 


as well (the biggest combat formation is no larger than two Medium and two Light 
Tanks). A trio of heavies can defeat this kind of opposition easily, especially with 
supporting infantry. Just watch those Light Tanks; they’re very nimble, and excel at 
squashing foot soldiers. 



Recommended Strategy 

Deployment 

Immediate: Speed is important. Plonk down the Construction Yard as fast as you can. 
Lay out your base so it’s easy to defend against attacks from the east and southeast. 
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You may attack the Allied base as soon as you have a couple of Tanks and a 
handful of infantry. Two Rangers support the two Pillboxes at the east entrance; kill 
the Rangers, and then whisk your Tank(s) past Pillboxes and inside the base. In spite 
of the Gap Generator, you’H find the base. The base forces tend to be weak, too, and 
you should be able to set about destroying buildings in no time at all. The Refinery’s 
right behind the Barracks, and the Construction Yard is right behind the Refinery. 
Destroy those, and you’ve got it made even if the Allies wipe out your assault force. 
The Yaks can help with the Refinery — quite effectively so, if you have three or more. 

At this point, the Allied forces in the south may finally move to their base’s 
defense: Swoop in from the south now (you’ll have your base defense force to do 
the swooping with). Allied defense tends to crack like an eggshell at this point, and 
unless you badly mismanage your units in combat, the whole thing’s over. Watch 
out for Light Tanks/Rocket Soldiers hiding behind the trees in the southern part of 
the battlefield! 


Mission 5A: Khalkis Island, 

Aegean Sea 

Objective: Capture the Radar Dome, and destroy everything else, 
including a second island base, and don't forget to kill everyone not 
wearing red. 

Difficulty Rating: Moderate 
Starting Forces: 2 Grenadiers, MCV 

Reinforcements: 5 Paratroops (Rifle Infantry) upon building Power 
Plant, maybe more if you're lucky 
Crates: None 


Tactical Overview 

The battlefield consists of the mainland and an island to the east. When you start the 
mission, the only Allied base in existence is the one at the center of the north edge of 
the battle map. Look sharp and you’ll see a MCV parked by the shore, with a sea 
Transport nearby. It will stay there until shot at, or until you build a Sub Pen, or until 
your troops land on the island (Paratroops or others). Steer clear of these three things 
and the Alli es won’t start their island base until you’re ready! 




the Allied Naval Yard instead of building a Sub Pen is a good idea; if you wish, you 
can then build Gunboats and Destroyers yourself, and use them to destroy most of 
the Allies’ island hideaway. 

Don’t attempt destroying the Allied MCV to prevent the island base from hap- 
pening in the first place. Sea Transports from beyond the battle map will just unload 
another MCV. 

Recommended Strategy 

Deployment 

You begin this mission in the southwest part of the battlefield. A trio of enemy Rifle 
Infantry is escaping north; follow with your Grenadiers, and start your base immedi- 
ately. Building a Power Plant is rewarded with a paradrop; send the five Rifle 
Soldiers after the two Grenadiers. 

Strategy 

Continue building your base while your infantry bravely trudges north. I have a sus- 
picion that building Barracks is rewarded by another paradrop: You’ll hear Allied 
rockets launching (just a couple), and then the announcement, “Unit lost.” Of course, 
the Paratroops never arrive; the Badger is a very flimsy plane. 

Your infantry quickly reach the northern strip of the battlefield, where they’ll 
probably encounter the first of the Allied formations headed your way — a strong 
group of Rocket Soldiers with rifle support. Continue sending troops north, including 
the customary couple of Tanks and a V2 Launcher (as soon as you have one). Attack 
Dogs work well at intercepting walking enemy soldiers, too — just keep them out of 
harm’s way when the enemy becomes aware of the threat, and sends out a couple of 
Light Tanks to accompany the Ore Truck. Plan your next move around ambushing 
and destroying that Ore Truck and its escort; this is fairly easy, and deals the feeble 
Allied economy a terrible blow. 

If you advance your troops a little to the east along the battlefield’s northern edge, 
a whole section of Shroud lifts, revealing the Allied base. You’ll see the MCV by the 
shore, as well as oil drums scattered among enemy Power Plants and Construction 
Yard. Don’t strafe them just yet! Although you’ll damage nearly all the Power Plants 
if you do, you’ll probably scare the Allies into getting that second base going right 
away. Keep your units away from the Allied MCV and the surrounding area. 
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Mission 6A: Slovenia/Balkans North 

Objective: Get at least one truck to the other shore. 

Difficulty Rating: Easy. The easier of the two Level 6 missions. 
Starting Forces: 2 Heavy Tanks, 1 V2, 2 APCs with 5 Engineers, 

3 Grenadiers, 2 Flamethrowers, MCV 2 trucks 

Reinforcements: None 

Crates: 2,000 credits (in church on a muddy island at extreme north); 

1 Health Orb (in nearby little brown house) 


Tactical Overview 

There are two routes to the other shore, where you must get the trucks. One is a 
bridge northeast of your starting point. An ensemble of Medium Tanks and Artillery 
guard it from the southeast, and a couple of Medium Tanks from the northwest. A 
couple of Cruisers parked in nearby waters will open fire on the bridge the moment 
you reveal it in its entirety. I recommend against going this route. 

The other route is almost disappointingly easy. It leads through the Allied base 
just north of your starting point. Continuing north and then west, this second route 
takes you through a ford and a village in the extreme north. You may encounter a trio 
of Light Tanks up there. 

You get to use the Allied APC in this mission. It’s a great vehicle. You may also 
build a Technology Center and train Flamethrowers in addition to the two you get at 
the beginning of this mission; however, that’s overkill. 

Note that there’s no Soviet “base” on the other shore, as the game’s mission 
briefing implies — just empty land. 

Intelligence Report 

Enemy forces in the area are moderately strong. This is the first mission in which the 
Allies use Artillery in quantity; when you encounter it in mixed combat groups, tar- 
get it right away. The Allied Artillery piece is a fearsome weapon when you allow it 
to operate unchecked; fortunately, it’s also extremely vulnerable. 

You don’t have to deal with all the enemy forces in this mission. In fact, the less 
you fight, the better. Leave the Artillery and Medium Tanks guarding the bridge 
alone — they won’t budge from their positions unless you attack them, or come 
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Strategy 

This mission begins with a firefight: Your MCV is running from a Ranger and a Light 
Tank. Keep it running so the enemy vehicles, fixed on their target, follow right into 
your units’ fire. Use the APCs to kill the Ranger (already damaged by a V2 rocket), 
and the Heavy Tanks to deal with the Light Tank. Combat completed, move your 
forces north and west, around the cliff, and set up your base. 

Don’t even think about giving the bridge to the northeast a try. It has more vehi- 
cles defending it than the Allied base does. What’s more, the nearby Cruisers will 
open fire the moment you uncover the entire bridge. One way or another, the destruc- 
tion of the bridge before you manage to cross, is virtually guaranteed. 

Build up your base to full standard, including a War Factory and an Airfield. You 
won’t use the Yak much, but the Spy Plane is invaluable, as always, and Paratroops 
help too. Send your first Spy Plane to the northeast comer of the battlefield, and 
you’ll see the patch of land your track(s) must reach to complete this mission. 

By the time your first Spy Plane becomes available, you’ll have acquired a cou- 
ple of extra Heavy Tanks and a V2. Train half-a-dozen infantry — Rifle Infantry and 
Grenadiers — and you’re ready to attack the Allied base. Form your army into the 
classic Soviet attack formation, and move off north. 

Turrets and Camo Pillboxes protect the Allied base from the south. Let your V2s 
deal with those from a safe distance, and then waltz in with your vehicles (including 
APCs with Engineers and Grenadiers). Leave the trucks behind with a V2 and a cou- 
ple of infantrymen. 

Get the Gap Generator first. (It’s also possible to destroy it from outside the base 
once you’ve disposed of the Pillboxes and the Turrets.) Unload the Grenadiers from 
their APC, but leave the Engineers where they are until you can see the whole Allied 
base. Enemy resistance inside the base is weak, and the Allied forces guarding the 
bridge refuse to help their comrades. 

Use the Engineers any way you want — to speed up building destmction or to 
capture. I recommend capturing the Construction Yard and selling it; consider captur- 
ing the Barracks, as well. Doing so will enable you to train a Spy and reconnoiter the 
map thoroughly at your leisure. 

Otherwise, you can just gather up your forces (including the trucks this time) and 
go on. Keep going north until you hit the edge of the battlefield; then turn east. You 
may be alarmed to see three Light Tanks emerge from the east, but their priorities are 
elsewhere. They hammer away at the village church on the island in the middle of the 
ford until it’s destroyed, revealing a 2,000 credit crate. Get the three Tanks, get the 
crate, and if you’re a perfectionist, also get the Health Orb crate from the customary 
little brown house. 
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As in all the missions, speed is important. Moving forward fast won’t give the 
Allies time to build up a sizable army. 

As in Mission 6A, you have two APCs in this mission. Watching them operate 
should give you a couple of valuable tips on how to use them in other missions. 

Intelligence Report 

The Allied ground forces are relatively weak in this mission. The base defenses are 
fairly strong, but you can dispose of them easily with V2 rockets. 

Four Medium Tanks guard the bridge (and sole link to the other shore) from the 
south; two more guard it in the north. There’s a strong naval presence, as well: Two 
Cruisers keep watch on the bridge from the south, and a Destroyer with two 
Gunboats from the north. These naval forces will actively interfere with any attempts 
to build a Sub Pen, making this move rather costly. 
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There’s plenty of ore around, and, given the money crate, you should be able to 
get all the units you need for your offensive in record time. Thanks to the Health Orb, 
you can postpone building a Service Depot; build a Radar Dome and Airfields, 
instead. Of course, throughout all this your War Factory is busy building V2s and 
Heavy Tanks. To be on the safe side, you need five V2s and three Tanks. 
(Experienced players probably don’t need as many V2s.) 

Train the usual half-dozen infantry in addition to the guys you got in the begin- 
ning. The moment you’ve got everything and everyone ready, initiate your offensive. 
Consider beginning by firing V2s at the Allied base from the west. The Allies may 
respond by sending an attack once more around that now-famous cliff. They 11 walk 
and drive right into a hail of V2s and Tank cannon shells. 

Don’t wait forever for this Allied attack: If you move fast enough, the Allies may 
not have much to attack with, and may stay put. Continue firing V2 rockets on the 
base from the west for a short time; if no attack is coming, none will come. Move 
out, arranging your force into assault formation — Tanks in front, V2s behind, 
infantry on the wing. Lead everyone around the base of the famous cliff and reassem- 
ble on its eastern side, facing north. When everything’s in place, start inching north. 
Soon, V2 rockets will start crashing down on the Allied defenses. Follow standard 
base-assault procedure: As in Mission 6A, make up your mind which buildings you 
want to capture and sell, and which to capture and keep. The Cruisers may attempt to 
shell some of them, but they often miss. 

So far, your Yaks haven’t done much except maybe support the base assault with 
a strafing run. It’s time to get them busy, and the Paratroops, too. Use the Spy Plane 
to reveal the distant end of the bridge, and drop your paraguys there. Two paradrops 
will dispose of the two Medium Tanks parked there; if you’re both lucky and good, 
one may suffice. 

Destroy the Allied navy next. In the northern part of the battlefield, use a Heavy 
Tank to lure the Destroyer into V2 range (it may well be in range from the start). 
Send all your Yaks against the Destroyer simultaneously, and move your V2s into fir- 
ing position. Synchronize everything well, and the Destroyer will keep pounding 
away at the Tank (or possibly switch to the Yaks) while your V2s fire their rockets 
undisturbed. The number necessary depends on their accuracy, but you shouldn’t 
have to attack more than twice before the Destroyer goes down. 

Once that happens, you virtually control the battlefield. The Gunboats may be 
blown apart by your Tanks, V2s, and Yaks, depending on their locations. Repeat the 
foregoing tactics to destroy the Cruisers, but beware: A Cruiser salvo is much more 
powerful than a Destroyer’s. You may want to soften up the Cruisers with Yaks first, 
if you have the patience. 
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game mechanisms (the Tanya-led bunch guarding the main computer consoles in 
front of the coolant station). To ensure success you need only follow your orders: 
Find and free the Engineers; then deactivate all the control centers before the balloon 
goes up. You have 30 minutes; 15 is enough, and using this book, you’ll probably 
need only 10. 
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the north end of the corridor, enters a room containing the Engineers (yep, it’s just 
ahead), and blows them to pieces. In my experience, one of the Dogs usually gets him. 

After killing that particular rifle, continue north until the rather broad corridor 
you’re in narrows to a slim passage. The entry of one of your units into this passage 
reveals the northwest comer of the battle map. You’ll see the four hapless Engineers 
and a lone wounded Soviet Rifle Soldier (I couldn’t believe my eyes; I even clicked 
on him to make sure he wasn’t a Spy), and a lone enemy Rifle Soldier. Don’t attempt 
to engage the enemy rifle with yours, even though he’s looking the other way! If you 
do, the drums are bound to explode in the ensuing firefight. 

Instead, advance a couple of Dogs. As they near the room, the enemy soldier (set 
on Guard, too) becomes excited. You can either attack him with the Dogs there and 
then (use more than one and success is certain), or lure him a bit farther down. 

Add the Engineers and the wounded rifle to your group, and retrace your steps- 
south, then east. When you come to the intersection near where the enemy Rocket 
Infantry stood, send two Engineers north. Have them step into the squares outlined 
on the floor in yellow and black. Each square deactivates a single control station; 

there are five. 

Having “done” two stations, or as your Engineers are in the process thereof, send 
the rest of your bunch east. Walk past the double-red-lined corridor leading to the 
main console and the room with the crate (remember to keep as far to the south as 
possible). Turn north, giving the room with the crate and enemy rifles a wide berth — 
apparently they can shoot through walls, as long as something’s within firing range. 
Walk your remaining two Engineers north and deactivate another two stations by 
stepping on the floor squares outlined in yellow and black. Use caution when leading 
an Engineer onto the southern striped square: It’s just at the limit of the enemy rifles’ 
firing range (from the room just south). Have him approach the square from the 
north, step on it, and withdraw. You may want to assign both Engineers to the eastern 

control centers on the southern square, in case one gets shot. 

The moment you deactivate the fourth (southeastern) control center, two Flame 
Towers mushroom behind Tanya and the enemy squad in front of the coolant station. 
They’ll fry the enemy soldiers in spite of Tanya’s efforts to blow them up. (The 
Flame Towers here, like phoenixes, rise from the ashes.) The way to the main control 

center is now clear. 

Take the two Engineers that deactivated the control centers on the western 
side — they’re probably closest — and that’s it. Mission over. 

Important note: Don’t lose all your Rifle Infantry. When you have none left, the 
mission fails. Attack with Dogs, or Dogs and infantry. 


west of the Brown base. The northwest Tanks stick to the Ore Truck even when you 
start firing at Blue buildings; all the others may set about your base when you attack 


the Blue base. 

This attack is the only serious one you’ll have to deal with. Shortly afterward, 
you should be able to deal the Blues the knockout blow by destroying their 
Construction Yard and Refineries. 

The rest of the mission consists largely of target practice. The Allies may receive 
naval reinforcements when you attack the Blue base — -these tend to consist of 
3 destroyers coming from the west. Engage them with tanks followed by V2s. 
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The Blue attack can be triggered by such stupidity as the Blue Ore Truck stray- 
ing into your base. If anyone opens fire on it, the bunch of Medium Tanks and 

Artilleries will descend on you with a vengeance. 

This threat shouldn’t stop you from attacking the Blue base. Again, you’ll destroy 
the Allied Naval Yard with your Subs at least once, and probably three or four times. 
The moment Paratroops become available, land them behind the Power Plants in the 
extreme northwest. You’ll be amazed at how much five guys can do. Destroying a cou- 
ple of Power Plants will put newly built Allied AA guns out of action. Now your Yaks 
can join in with abandon, especially because the Rocket Infantry between your base 
and the Blues already have gone to meet the game’s designer. 

After the Power Plants, have your Paratroops attack the Construction Yard. You 
may not succeed with the first paradrop, but you will with the second, especially if 
the Yaks help. The Blues may try rebuilding the Power Plants; just destroy them 
again. The Allied base is undefended at this stage, and the three Tanks approaching 
from the west moronically turn away whenever the Ore Truck they escort does. The 
Allies may try to build a Light Tank, but it’s too little, too late. 

Having destroyed the Construction Yard, go for the Ore Refineries (there are 
two). I employed a mad rush by three Heavy Tanks and lost all three to Turrets (foui 
guard the Allied base from the east), but managed to destroy both Refineries with the 
assist of Yaks and a single paradrop. 

At this point, you’ve won the mission. All that’s won — what remains is a mop- 
up job. 

Alternate Strategy 

If you’re spoiling for a real fight, let the Allies grow in strength a little. The long, 
muddy ford running south from the Allied base offers ideal ambush opportunities it 
you deal with the Brown base first (which is embarrassingly easy). Simply face your 
V2s west where the Brown base once stood, and then provoke the Blues into attack- 
ing down the ford. I bombarded them with V2 Rockets as they crawled through the 
mud, and then let them run into a minefield planted south of the ford. A couple of 
smoking Medium Tanks emerged to face my three Heavies: It was a lot of fun, even 
though it meant going about things the long way. This approach may result in a 

higher score. 

Note that the Allied Mine Layer is parked in the northeastern corner of the 
island, near a gem/ore field (hint, hint). You don’t need to go there with vehicles. Get 

the Mine Layer with Yaks. 
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Enemy forces are stronger than in any previous mission. Although the Brown 
base is highly vulnerable in this mission’s opening stages, it becomes a major strong- 
hold over time. The Blue base in the extreme north is heavily fortified. Additionally, 
the Browns have a stronghold in the center-northwest, where they hold a peninsula 

studded with crates (and Camo Pillboxes). 

Expect the aggressive Blues to deploy Apache Longbow Helicopters for the first 
time, and to land sea Transports on the beach west of your base, and a little southeast 
of the Brown base. Enemy vehicles also mass immediately north of your base. Don t 
allow them to prepare an attack undisturbed! 



Recommended Strategy 

Deployment 

Your forces are predeployed in this mission. 

Strategy 

Your first task is to fend off an attack by three Medium Tanks. Start repairing the 
Power Plants even as the guns are firing: You have no time to lose! Immediately start 
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you must break a few jaws, instead of batting your eyelids and making away with the 
prize. As a matter of fact, I’m fairly sure you’ll see a Red Tank in your dreams even 
before you finish the Soviet campaign. 

For a big fight, start off doing all that’s recommended in the previous section, 
plus capturing the Brown base. You can do so before it erects a single Turret; parking 
a Tank left of the Constmction Yard may delay the building of a Brown Refinery, 
thus postponing the Turrets’ appearance. With bases left and right of the beach the 
Allies love to land on, you’re guaranteed a high kill rate that will boost your score 

nicely. 

Build plenty of Airfields: Yaks are good at spreading damage among tightly 
packed Blue units and stmctures. 

If you successfully go the big fight route, you don’t need advice from me. You 
probably can dish out some yourself. Good luck! 


MISSION 1 OA: SOUTHERN FRANCE 

Objective: Get at least one truck across the map, right to where the 

road ends in the west. 

Difficulty Rating: Moderate 

Starting Forces: 2 MIGs, 3 Yaks, 4 Heavy Tanks (Ukrainian?), 

3 confused trucks 

Reinforcements: 3 Engineers (on entering the areas north or south of 
the first Allied base) 

Crates: Health Orb (in oil well southwest of the Radar Dome complex) 


Tactical Overview 

This is a very interesting variation on the “special” or “puzzle mission theme. Using 
four Tanks and five aircraft (you may also acquire infantry), you must clear the way 
across the entire map for three fragile trucks. The trucks follow the closest unit, des- 
ignate a Tank as a shepherd. 

This is your introduction to the MIG. It’s a great weapon! Its speed in and out 
minimizes its exposure to AA fire, and the destructive power of its rocket salvo is 
something to watch. However, MIGs can t supplant the rickety Yak entirely. I like 
jets a lot, bul keep a Yak if only for the purpose of drawing AA fire away from the 
more valuable MIGs. 
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forward cautiously with the other three. The timer in this mission starts much later on; 
don’t hurry now. Throughout this mission, make sure you time your armored advance 
to the availability of armed aircraft! Wait if they’re still reloading on the Airfields. 

Edge your three-Tank battle group forward. You’ll encounter a Light Tank para- 
lyzed with fear, but gamely firing back; hit it with MIGs even as your Tanks open 
fire. Continue moving west: A road breaks off, leading south. Take it, keeping an eye 
out for a Light Tank accompanied by a Ranger. The Yaks work well on the Ranger; 
the MIGs, on the Tank — but you’ll still need your Heavies to do some quick firing. 

Use the Yaks to get rid of a Rocket Soldier and two Rifle Soldiers to the south. 
Your Spy Plane should become available in the meantime: Send it a short distance 
west of the visible water. You should expose the (Turret- and an AA Gun-guarded) 
Radar Dome complex. Send a Yak to hit the oil drums around the AA Gun, destroy- 
ing it. Then hit the Turrets with MIGs. Impressive. 

Move your armored battle group south, along the route south of the Radar Dome 
complex. A lone Ranger may try to cause trouble — nothing for six Tank cannon. 
After its demise, pull up the remaining Tank with the trucks. (You may want to assign 
the “shepherd” role to another, slightly more damaged, Tank.) Of course, all Tank 
health bars should still be a healthy green, but it doesn’t matter if they aren’t. Oil 
wells lie west-southwest of the Radar Dome and immediately east of some trees. 
One of the two wells hides a Health Orb. Get it and heal your units to full strength. 

Meanwhile, use the Spy Plane to lift the Shroud northeast of the Dome. Rocket 
and Rifle infantry are scattered here and there. Take them out any way you wish — 
with Yaks, with Tanks, or — best — combine the two. I discovered that strafing the four 
Rocket Soldiers caused them to start walking, and that while walking they’re blind to 

Tank fire. 

Take out the remaining two rifles with Yaks and edge your Tank battle group 
around the cliff west of the Radar Dome. You’ll see a valley lined with oil drums. 
Postpone shooting at them until a Ranger with two rifles appears from the south. You 
can’t destroy the enemy units, but you can singe their backsides — this time. 

Use the Spy Plane to reveal the Allied base perched on the cliff west of the val- 
ley. There are several AA Guns, a Turret, and plenty of oil drums. The base proper 
consists of a Construction Yard, Barracks, and Service Depot (hint, hint). A single 
Light Tank is usually parked by the Depot, and there’s infantry here and there. Most 
stand conveniently close to the oil drums. 

Use a Tank to destroy the northeastern AA Gun: You can do so untroubled by 
Turret fire; just move a bit north. You’ll finish the job just in time to see that lone 
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Mission 1 1 A: Brittany 

(FRANCE NORTH) 

Objective: Destroy Allied fleet, destroy Allied base, and remember to 
kill everyone not wearing red. 

Difficulty Rating: Difficult (the harder of the two Level 1 1 missions) 
Starting Forces: 3 Submarines, 1 Sea Transport, MCV 2 Flamethrowers, 
2 Grenadiers 

Reinforcements: None 

Crates: One 2,000-credit crate (half-hidden behind a tree in the 
northwestern corner of the map) 


Tactical Overview 

This is definitely the game’s most difficult mission yet. The battlefield consists of 
three islands: The southern one’s yours; the eastern one is nobody’s (some Allied 
forces are present); the northern island is the enemy’s. A sprawling Allied base cov- 
ers most of the northern island; it features two Naval Yards — one north and one in the 
“inner sea” separating you from the enemy. 

The Allies have plenty of credits and regular Naval reinforcements at their dis- 
posal, but they also have two weak spots — their single Construction Yard, and a lack 
of imagination. 

Your already-considerable air power gets a further boost in this mission: You 
receive the Hind Helicopter. 

Intelligence Report 

You face the strongest enemy force you’ve encountered so far. The Allied base is 
almost impregnable. The beaches offering landing spots are heavily mined, and there 
are Camo Pillboxes behind virtually every tree. (Remember, Camo Pillboxes don’t 
show on the Satellite map!) 

The Allies have their usual array of ground units, plus a very strong navy. The 
best solution is to deploy your air and airborne units intelligently. Although a lost 
MIG costs plenty of points, you’ll lose more if you attempt a landing without long 
and tedious preparations. These must include strafing the minefields with your Yaks, 
otherwise you stand to lose a lot of vehicles. 
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Prepare for fairly regular attacks on your base by enemy ships, and from ground 
units landed on remote beaches. Although you can considerably reduce the threat by 
making the MIGs do their stuff as the enemy travels toward your base, you still need 
a fairly sinewy base-protection force. One group should guard your base from the 
southeast; the other (stronger), should take positions in the north with a tilt to the 
west. Between them, your two battle groups should eliminate the need for any fixed 
defensive structures other than SAM Sites. 

Strategy 

You begin this mission at the southern edge of the battlefield. A couple of Gunboats 
harass your three Subs, and then make away east. Fan out your Subs in a northerly 
direction: The Transport with the MCV appears soon, and you want to know where 
to land. 

Your promised island is quickly revealed just a bit to the north. Reconnoiter the 
shores with the subs while the Transport unloads its cargo. Set up the Construction 
Yard plumb in the middle of the island, and begin building your base to full standard. 
Watch out for enemy probes in the shape of a small group of vehicles — a Ranger, a 
Medium and two Light Tanks. 

The Allies will land forces on your eastern and northwestern shores from the 
word “go”: Stay on guard. The Cruisers escorting the eastern Transport are particu- 
larly aggressive. It may be worth your while to move all three Subs to the southeast 
in the initial stages of this mission; later, only a single Cruiser will appear at intervals 
(a single Sub left on “Guard” deals with it). If you have a Sub Pen by now (build it in 
the southern sea), send another Submarine to the west, and leave it in Guard mode 
right near the west edge of the map, across from the Allies’ landing spot. You may be 
able to intercept Allied Transports as they come in! Nevertheless, continue to be on 
guard against northwestern landings of Light Tanks and Artillery. Deploy planes 
against the Artillery, and armor against armor. 

W hil e you take care of base defense, don’t neglect to build up a powerful air 
force. The Allies have Apaches and Chinooks (!) — they’ll attempt at least one 
Engineer raid on your base. They’ll also try to synchronize the various landings for 
maximum effect. This is where air power can come in really handy, significantly 
weakening the enemy before they can even open fire. 

Yet another point of entry is the bridge leading to the island in the east. Rich in 
ore, this island is also mined, and you should leave it alone for the most part. The 
Allied vehicles grouped there may attack through the bridge in the mission’s initial 
stages; if any remain there, use aircraft. 


183 



Chapter 4: The Soviet Campaign 185 



Mission 1 1 B: Brittany (France north) 

Objective: Destroy Allied fleet, destroy Allied base, and remember 
to kill everyone not wearing red. 

Difficulty Rating: Moderate to Difficult (the easier of the two 
Level 1 1 missions) 

Starting Forces: 3 Submarines, I Sea Transport, MCV 2 Flamethrowers, 
2 Grenadiers 

Reinforcements: None 
Crates: None 


Tactical Overview 

Mission 1 IB has a much easier map than Mission 1 1 A. As in 1 1 A, the Allied base is 
on a separate island, but this time the island’s to the west, not north. A group of 
Advanced Power Plants clusters invitingly right on its eastern edge — just a few sec- 
onds away by MIG. 

As in Mission 1 1 A, the battlefield embraces three islands. Your island is in the 
southeast, and connects to another one by two bridges in the north. There are 
enemy units on this northern island, but no structures — just a lot of ore, gems, and 
Allied mines. 

Intelligence Report 

The enemy forces arrayed against you are still in the assembly stage; if you move 
fast, opposition will be brisk but short-lived. However, the Allies still had time to 
mine the only possible landing area quite heavily. They also built many Camo 
Pillboxes, making a ground assault a costly proposition. 

Strong Allied mobile groups guard selected points on the battlefield. Although 
the northern island constitutes a no man’s land, Allied armor (two Mediums and two 
Lights) guards the bridges leading to it. The northeastern beach on your island is the 
site of an early Allied landing, supported by a Cruiser with two Gunboats. 

Allied Transports will also unload on the southeastern beach (Artillery and Light 
Tanks). The strong enemy naval presence includes reinforcements in the form of a 
Cruiser sailing into the battle map from the northeast. As in 11 A, deploy a single 
vSubmarine on “Guard” to deal with this threat. 
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Set up base in the center of the island and follow standard base-building proce- 
dure. Your base will come under attack repeatedly, but no permanent base defenses 
are necessary except a SAM Site or Sites protecting selected targets from the Allied 
Apaches. Wait on those until the first helicopter attack, though; the Apaches tend to 
go after your Ore Truck in the west, never doing any fatal harm. 

Strategy 

The strategy for this mission is identical that for 1 1 A: Set up your base, defend it 
from Allied attacks, build airfields and MIGs, and then smash the enemy to pieces 
with your air power. 

The Allied incursions consist of landings north, southeast, and west of your base, 
and possibly raids by the vehicles guarding the northern island. A base defense force 
composed of five Heavy Tanks with three V2 Launchers (plus supporting infantry) is 
enough to deal with all Allied attacks. Skillful players may well do with less, because 
the MIGs provide a terrific edge, allowing you to strike at Allied units the moment 
they hit the beach. I often attack the Transport itself, if I spot it soon enough; even if I 
s ink it after it has begun unloading, I remain with just one or two Allied ground units 
to kill, not five. 

In my air offensive, I clear the “inner sea” between my base and the Allies’ of 
any enemy Destroyers that may shoot at flights to the Allied base. Depending on how 
the action unfolds, I direct the MIGs against the “inner-sea” navy (with Submarine 
support) until I’ve wiped it out, or leave the task to Submarines while the MIGs strike 
the Allied power supply. 

As many as six Rocket Soldiers guard the group of five Advanced Power Plants 
in the southeast part of the Allied base; my Paratroops mangle them before and dur- 
ing the first MIG run. The Allied AA Guns fall silent with the destruction of the sec- 
ond Power Plant; after that, it’s the Construction Yard, Barracks, Refineries, and so 
on, until the Allies are completely rubbed out. 

As in 11 A, completing this mission involves a hunt for Camo Pillboxes at the 
very end (see 1 1 A “Strategy” section for details). You may disagree, but in my opin- 
ion the five Allied Power Plants’ vulnerability makes this mission easier than 1 1 A. 
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The mainland enemy base is only accessible from the west. A Light Tank with 
infantry guard an ore field east of it. These forces won’t intervene when you drop 
Paratroops by a nearby Power Plant, but others will! You’ll find the easiest way to take 
the mainland base is through a traditional land assault. Prior to that, you’ll encounter 
strong armor and infantry groups. Infantry in particular is likely to continue attacking 
your base even though the battle tilts in your favor. Stay on guard, and put your Ore 
Silos back where they belong: The Allies will attempt to deploy Thieves. 

In addition to the two locations mentioned, the Allies also have a free-standing 
Technology Center in the southwest comer of the battlefield. Taking it over early in 
this mission will give you the GPS Satellite, but will also result in a big power saving 
for the Allies: You’ll have to knock out at least one extra Advanced Power Plant to 
make up for the difference. 
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Whichever route you choose, you first must clear the field of Allied troops. I 
advise you to do a thorough job if you plan to go after the Tech Center: Ihe Allies 
will mount several strong counterattacks, and even deploy Engineers, in an attempt to 
recapture it. Put your MIGs to good use! 

After bringing your air force up to strength, I suggest you consider building a 
Technology Center. Mammoth Tanks are useful in the assault on the mainland enemy 
base, because you can expect the Apaches to strike your assault force and the 
Mammoth is the only Soviet unit capable of antiaircraft defense. 

All this involves gathering a lot of ore; you wouldn’t do badly to build two 
Refineries and an extra Ore Truck, especially because Ore Trucks in this mission are 
under threat from both Apaches and mines. Given your limited space, fitting in all the 

structures you need may be a big challenge. 

Assault the Allied mainland base from the east. Avoid the field north of the 

enemy base. The wooden fence marks the northern boundary of a minefield! 

If you’ve decided to build Mammoths before attacking the enemy base, the battle 
is relatively straightforward. If you went for speed and didn’t bother with the 
Mammoths, make sure you recycle damaged vehicles at the Service Depot. (Keep an 

eye on the V2s in particular.) 

After the V2s reduce the enemy defenses to dust, just drive in. Enemy base 
defense is likely to be vigorous but short-lived. Interestingly, the forces east of the 
base don’t interfere. 

Capture the enemy buildings you want. I usually go for the whole nine yards. If 
you get the Naval Yard and you’ve captured the Tech Center in the southwest, you’ll be 
able to build Cruisers. A Cruiser can make the rest of the mission embarrassingly easy. 
All you have to do is shell the Power Plants on the eastern edge of the Allied base. 

However, employing a Cruiser poses a terrible danger that your aggressive ship 
may hit a Tech Center and demolish it by a mistake. Having very nearly fallen victim 
to this misfortune (one of the Tech Centers had a sliver of red left when I pulled the 
ship back), I advise you not to build any Cruisers. Instead, clear the flight path to the 
island by sinking any Destroyers in the way, and then destroy the two western 
Advanced Power Plants. It’s enough to damage a couple of eastern Power Plants with 

Paratroops to put the Gap Generator and AA Guns out of action. 

Follow with a standard (by now) air assault, taking particular care not to target 
the Camo Pillboxes next to the Tech Centers with Hinds or, as a last resort, pairs of 
MTGs. Don’t attempt to land (the bridge will be gone by now) until you’ve destroyed 
all or nearly all enemy units. In particular, you may want to target a Hind 01 Yak on a 
Rocket Soldier who seems intent on destroying the Chronosphere. 
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south; second in the central, most visible, part of Allied base; third on a clifftop just 
north of the southwest comer of the map, hidden behind a Power Plant; fourth at the 
foot of the cliff containing the second enemy Construction Yard, to the west (almost 
directly north of the third Dome). 

The surest way to prevent unpleasant surprises is to maintain constant pressure 
on Allied finances, and target their power supply early on. As in 12A, don’t destroy 
every Power Plant, or the Chronosphere will blow up. 

Intelligence Report 

The enemy has amassed considerable forces to prevent you from accomplishing this 
mission. Expect numerous Transport landings on beaches north and east of your 
base. The Allies have a new weapon, the Mobile Gap Generator, and will deploy it to 
protect units, especially on long drives from the east. Watch out for patches of black 
traveling toward your base! You’ll usually also spot a trailing Artillery piece or two. 

The Allies deploy strong mobile group to guard the southeast ore fields. Make 
dealing with it one of your priorities; your Ore Trucks will need access to those ore 

fields pretty quickly. 

The Allies have two Construction Yards in this mission — one in the center of the 
main Allied base, near the south edge of the battlefield (slightly west of center), and 
the other on a cliff against the map’s west edge (south of center). The latter is part of 
an independent base, with War Factory, Barracks, and the like. What’s more, the AA 
Guns in this base seem to have an independent power supply. You’ll have to target the 
Power Plants on the cliff to put them out of commission. Specifically, destroy all 

clifftop Plants but one. 

This isn’t easy — a nearby Naval Yard will chum out Destroyers that can shoot up 
your aircraft on the way in, and Artillery stationed inside the clifftop base is murder 
on the Paratroops. If you do attempt a paradrop there, land to the south, otherwise, 

your guys will be massacred before they can do anything. 

The biggest danger lies southeast — the shortest route to the Allied base, and the 

direction from which most attacks originate. 

Recommended Strategy 

Deployment 

You begin this mission just south of the northeastern comer of the battlefield. Enemy 
forces are already on the way to say hello: Move fast. I found it worked best to move 
the MCV northwest, and set up the Construction Yard at the ridge encircling the start- 
ing area from the north. 
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Grenadiers and Flamethrowers in Guard mode north of your base, and add a couple of 
Heavy Tanks in case enemy vehicles make an appearance. (They didn’t in my games.) 

Strategy 

After deploying rapidly, you must fight a defensive battle against an Allied vehicle 
combat group assembled around a Mobile Gap Generator. Remember, the MGG can 
crush infantry! With three Medium Tanks and two Artillery pieces to fight, you’ll 
have your hands full, but do try to get the MGG, too. 

Important: Preserve your Mammoths ! 

Continue building up your base to full standard during the lull that develops after 
this first attack. Don’t neglect to train two squads of infantry; keep one north, one 
south. They, plus V2s, are the best weapon to fight one of the coming Allied 
assaults — a simultaneous assault by two teams of Medic-assisted Rocket Soldiers, 

from north and south. 

As soon as you have built a couple of extra Tanks and a couple of MIGs, go after 
the vehicle group guarding the southeast ore field. You’ll soon be fighting off the first 
of several landings on a short beach south of your base— say, five Light Tanks— and 
if you happen to come under a Medium Tank— Artillery attack from the southeastern 
ore fields at the same time, you may get into deep trouble. Medium Tanks and 
Artillery also will attack from the east, under cover of Mobile Gap Generators. Use 
aircraft, and then finish off the remains with the Heavies guarding the eastern 
approach. Support those with infantry guarding the north, if necessary. 

As soon as you can, recon the area southwest of your base until you come to the 
river. (Apaches tend to appear at this point.) You’ll see a rich ore field north of the 
river; the Allied Ore Truck likes to go there. Get it with MIGs, and prepare for a very 
peeved enemy. You can destroy a lot of Allied units in the subsequent attacks on your 
base; they seem to have more fury than planning behind them. You may want to build 
a short stretch of Concrete Wall to protect the SAM Sites and Tesla Coil; I also mined 
the area immediately north and east of the bridge. The mines are good at sounding 

the alarm when another Allied attack gathers steam. 

You have been building up your air force in the meantime; now it’s time to 

deploy it against the Allies. 

In my games, I found the best solution is to go after the main Allied base Power 
Plant complex, followed by a strike on the Construction Yard and the Barracks north 
of it (I usually do both at the same time, using MIGs on the Yard and Yaks on the 
Barracks). After that, it’s best to clear the main enemy base of Rocket Soldiers, and 
then take out the two Ore Refineries near the battlefield’s southern edge, in the center. 
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Mission 1 3B: Gibraltar 
(Snowy Southern Spain) 

Objective: Destroy the enemy's Radar Domes, and then capture the 
Chronosphere. 

Difficulty Rating: Difficult (still the easier of the two Level 1 3 missions) 
Starting Forces: 2 Mammoths, 2 Heavy Tanks, 2 V2s, MCV 

Reinforcements: None 
Crates: None 



Tactical Overview 

This mission is extremely similar to 13 A. The slight geographical differences don t 
affect battlefield realities. The only significant variations are the slightly different 
locations of the Radar Domes. 

Your base will be under frequent attack from the west and southwest. Allied 
attacks feature numerous Artillery pieces— these can be absolutely lethal. Because 
Artillery is highly vulnerable, there’s no excuse for allowing it to wreak havoc in the 

first place. 

Intelligence Report 

This mission’s map and enemy forces may vary slightly from those in 13 A, but these 
differences are superficial. Essentially, you face a strong and determined enemy that 
you can nevertheless throw off balance using strong, early pressure. The best way to 
apply this is through wise use of air power. Note that, as in 13 A, Allied Apaches tend 

to be very aggressive. 

The four Allied Radar Domes you’ll find for sure are in the following locations 
(east to west): First near the eastern shore, by the bay containing the Allies’ eastern 
Naval Yard; second in the gully at extreme south; third in the center of the Allied 
main base (highly visible); fourth on the ridge north of the Chronosphere, behind a 
Power Plant. I have been unable to substantiate reports of a Dome in the Allied 
clifftop base (yep, the base setup is pretty much identical to 13A’s), possibly because 

I put early pressure on the Allied power supply. 
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plateau u 
d a few l 
al. 

Your base defenses need include no permanent structures other than SAM Sites. 
Because most enemy attacks will come from the west and southwest, a single strong 
base defense force can contain the threat. You still need a small defense force in the 
east — Allies will attempt landings on eastern beaches— but it can be considerably 
smaller than the one defending you from the west. 

Strategy 

This mission is extremely similar to 13 A. Defend your base, build up your air force, 
and break the back of Allied defense from the air. Beware of enemy Destroyers: You 
may have to target them when sending out planes against some targets, so they don t 

fire at a flight assigned an important task. 

You’ll be much relieved to know that, unlike 13 A, this mission s victory condi 

tions click in when they should, every time. Just destroy the Radar Domes, clear a 
single point of entry into the central Allied base, and go after the Chronosphere. 

Read 1 3 A for details on tactics and targeting priorities. 


Mission 1 4A: Britain 


Objective: Destroy the Allies completely, for a change (don t forget 
what to do with anyone not wearing red). 

Difficulty Rating: Very Difficult 

Starting Forces: 3 Mammoths, 3 Heavy Tanks, 1 V2, MCV 
Reinforcements: 2 Mammoths, 5 Heavy Tanks, 3 V2s 
Crates: 3 crates (on an island in the southwest corner of the map 
2-2,000 credits, and a Health Orb; one 2,000-credit crate on the middle 
island, upon destroying the Allied Construction Yard) 


Tactical Overview 

Not surprisingly, this is the most difficult mission in the entire Soviet career. The bat- 
tleground consists of a centrally located island (yours) and the mainland (theirs). Four 
connections (two bridges and two land bridges) ensure plenty of hostile traffic to and 
fro. Consider destroying all destructible bridges at the very beginning of this mission. 
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Expect the Allied navy to make a strong and unusually aggressive showing. A 
Cruiser with a double Gunboat escort will penetrate from the northeast and attempt 
to sail around the southwestern cape, shelling your base on the way. Another Cruiser 
with a Destroyer escort is likely to attack from the southwest: If you re not careful 
this may cost your Construction Yard ! 

You’ll have to deploy a stronger Submarine force than in any of the previous 
missions to counter this threat: Five or six Submarines are enough, given a meaning- 
ful air force. 

Ami d all the activity, don’t forget to retrieve the credits and Health Orb crates 
from the island in the southwest. They make a big difference in gaining enough 
momentum. 

Recommended Strategy 

Deployment 

Your forces start this mission in battle formation, fighting it out with six enemy Tanks 
and a couple of Artillery pieces. Immediately order the Heavy Tanks to move for- 
ward and engage the Artillery (direct hits can seriously damage your precious 
Mammoths). You should complete this combat with all the Mammoths surviving; 

you’ll need them shortly. 

Strategy 

Fortunately, soon after the action starts you receive substantial reinforcements. You 11 
just have time to spread them out before the next series of attacks Artillery from the 
west, Mediums and Artillery from the southwest. Apaches will join in; try to keep 
most Mammoths out of armored combat so they can take potshots at the Allied chop- 
pers. Target V2s on Artillery (they choose Medium Tanks, otherwise): A single rocket 

kills the Allied unit. 

This is also when you’ll receive your first of three Medium Tanks, by sea from 
the south. It’s actually helpful to have your Yard set up by then, because the Allied 
Tanks hammer away at your Construction Yard without destroying it, and just a cou- 
ple of Heavies plus infantry can deal with this. After beating back this first wave of 

attacks, you get a short break. 

Build your base like crazy (I put down my Construction Yard as the first shots are 
fired), and make a Sub Pen a greater priority than the usual Radar Dome-Airfield. 
You’ll need two Subs yesterday off your eastern shore; an Allied Cruiser with escort 
approaches. Another three Subs insure against an attack from the southwest. 
Remember to set your Subs on “Guard” once you’ve parked them appropriately, so 



Appendix 


red Alert Structures: 

Building Cost and Sale Price 

R ed Alert’s structures may be sold for half their purchase price. In addition, you 
may get a few Riflemen, a Technician, sometimes even an Engineer. The units 
obtained through selling a building may vary slightly: You may get a useless 
Technician instead of that Rifleman. 

The list below is intended as a handy guide, to be referenced whenever you’re 
building or selling something. Sometimes, selling a building is a wise solution even 
though you aren’t under pressure; it may be wise to vacate the site for another struc- 
ture (for instance, selling your first Barracks and placing the Tech Center on the site 
is often a good idea). 

In addition, in single-player missions, selling your structures before the end of 
the mission is a sure way to boost your score by increasing the Economy points. 
However, do not sell your Refinery and Silos, unless they are empty! You’ll lose the 
stored credits if you do. 

A word about the Vulnerability Rating. The vulnerability of a building seems to 
depend to a large extent on two factors: Type of armor and number of tiles in a struc- 
ture. The heavier the armor and the more tiles, the more difficult it is to destroy that 
structure. There are exceptions suggesting an extra element at work: For instance, 
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Construction Yard 

Cost: Gratis — the result of deploying your MCV which costs 2,500 credits 
Site Size: 4 tiles vertical by 3 tiles horizontal 

Power Consumption: None 
Vulnerability: Low 

Sale Price: 1,250 credits, 4 Riflemen and 1 Engineer 

Comments: The Construction Yard isn’t the sacred cow it used to be — it’s affordable, 
which means that its loss in multiplayer game isn’t the crippling blow it used to be. 
Of course, in single-player game, you should still guard it with your life — you can t 
build MCVs, and the only thing you can do when Yard-less is to capture the enemy’s. 

Ore Refinery 
Cost: 2,000 credits 

Site Size: 1 0 tiles — 3x3 with one additional tile on top of center vertical row 

Power Consumption: Average 

Vulnerability: Average 

Sale Price: 300 credits, 2 Riflemen 

Comments: You should never sell your Refinery— well, if it’s being hammered and 
it’s obvious you’re going to lose it, you might as well collect the three hundred. In 
spite of its Average vulnerability rating, the lightly-armored Refinery is easily dam- 
aged by machine guns. Allied Refineries are at a special risk from Yak attacks, and 
Refineries in general are the favorite targets of computer players. 

War Factory 

Cost: 2,000 credits 
Site Size: 9 tiles (3x3) 

Power Consumption: Average 
Vulnerability: Average 

Sale Price: 1 ,000 credits, 4 Riflemen and a Technician 

Comments: The War Factory should be placed so that traffic flows freely in front- 
otherwise your new vehicles can have a hell of a time getting to trouble spots. A tar- 
get heavily favored by the computer player. 
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Service Depot 

Cost: 1,200 credits 

Site Sire: 5 tiles arranged in a cross 

Power Consumption: Average 

Vulnerability: Average 

Sale Price: 600 credits, 4 Riflemen 

Comments: Don’t try to skip building a Service Depot — it’s essential in every game 
in which you have vehicles (some early missions don’t allow it). The Service Depot 
needs a parking lot of its own (all those vehicles waiting for repairs), and you must 
ensure free traffic flow in all directions. 

It’s often good to place it near the edge of your base for practical reasons, how- 
ever, the computer likes to attack it, possibly out of jealousy, because it never seems 
to use its own. 

Radar Dome 

Cost: 1,000 credits 

Site Size: 3 vertical x 2 horizontal 

Power Consumption: Average to Heavy 

Vulnerability: High 

Sale Price: 500 credits, 3 Riflemen (lucky), 2 Riflemen and Technician (not 
lucky), 1 Rifleman and 2 Technicians (unlucky) 

Comments: The Radar Dome is an extremely important structure — the radar map is 
essential to keeping a grip on things in every game but the very simplest. It’s also 
fragile, so look out for it. Fortunately, the computer player tends to ignore it. 

SAM Site 

Cost: 750 credits 

Site Size: 2 tiles (horizontal) 

Power Consumption: Low 

Vulnerability: Low 

Sale Price: 375 credits, 2 Riflemen 

Comments: The SAM Site is a very important structure for the Soviets, especially in 
single player missions, where it is the only reliable Red air defense system. An 
Apache takes 8 SAM hits before being shot down, so a single SAM Site won’t be 
able to withstand an attack by several choppers. Try to place it in the flight path of 
enemy aircraft, even when putting it next to important structures. 
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AA Gun 

Cost: 600 credits 

Site Size: 1 tile 

Power Consumption: Average 
Vulnerability: Average to High 
Sale Price: 300 credits, 2 Riflemen 

Comments: The AA Gun is not as useful as it appears, because the Allies can also 
build Rocketmen, who can fight both aircraft and armor. Its range is very limited — it 
appears to be around 3 tiles. Three MiGs easily take it out, so be warned. 

Flame Tower 

Cost: 600 credits 

Site Size: 1 tile 
Power Consumption: Low 
Vulnerability: Low to Average 
Sale Price: 300 credits, 2 Riflemen 

Comments: The Flame Tower is the computer’s beloved defense system. It didn’t 
work well for me: It has relatively short range, and a tendency to fry friendly troops 
in combat. I admit it can be useful — personally, I don’t like weapons that slaughter 
friend and foe. 

TUrret 

Cost:: 600 credits 

Site Size: 1 tile 

Power Consumption: Average to High 

Vulnerability: Average 

Sale Price: 300 credits, 2 Riflemen 

Comments: Turrets were the kings of defense (and offense!) in the original C&C. No 
longer; they’ve become much too expensive, and they’re among the computer 
player’s favorite targets. They work a little better in multiplayer games, where base 
defenses of all kind assume extra importance. If you really want to do things with 
Turrets instead of building one for the sake of distraction, build several, and make 
sure you protect them well. MiGs take them out pretty fast! 
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Pillbox 

Cost: 400 credits 

Site Size: 1 tile 

Power Consumption: Low 

Vulnerability: Average 

Sale Price: 200 credits, 1 Rifleman 

Comments: The Pillbox is the best defensive choice in single player missions, but the 
worse choice in multiplayer games (see Camo Pillbox). They are always attacked by 
the computer player before anything else, and you can be sure that the enemy will 
persist doggedly until it’s destroyed. This leaves your base defense force with a lot of 
leeway — hint, hint. 


Barracks 

Cost: 300 credits 

Site Size: 6 tiles (3 tiles vertical x 2 tiles horizontal) 

Power Consumption: Low 

Vulnerability: Low 

Sale Price: 1 50 credits, 1 Rifleman 

Comments: Barracks are amazingly tough for structures that seem to be little more 
than tents — however, choose the right weapon, and they’re destroyed quickly. 
Machine guns in general work well — the Soviets are lucky, because Yaks rip 
Barracks up in record time and get some of the infantry standing in front as well. 
Allied Apaches do the job acceptably well, but don’t assign them the job in multi- 
player games; the Soviets have Rocketmen. 


Power Plant 

Cost: 300 credits 

Site Size: 6 tiles (3 vertical x 2 horizontal) 

Power Consumption: None. Did you guess? 

Vulnerability: High 

Sale Price: 1 50 credits — the computer player seems to get Riflemen 
sometimes 


Comments: The Power Plant is the only choice in the opening single-player mis- 
sions. After that, it’s the only choice when you absolutely, definitely can’t lit an 
Advanced Power Plant in. Not that the savings in space are big! 
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Fake Structures 

Cost: 50 credits 

Site Size: Same as their real counterparts — Construction Yard, War Factory, 
Radar Dome, Naval Yard 

Power Consumption: Low 

Vulnerability: Very High 

Sale Price: 25 credits and some ghosts 

Comments: The bad thing about Fake Structures are that you have to build the real 
thing first. Otherwise, they’re great, though probably only the Fake Construction 
Yard is really useful in every multiplayer game. I’ve had my Fake nuked several 
times, while the real Yard escaped unscathed. Remember to set up defenses around 
the Fake as you would around its real counterpart, otherwise you won’t fool anyone. 

Barbed Wire 

Cost: 25 credits 

Site Size: 1 tile 

Power Consumption: None, which is a pity — no sparks 

Vulnerability: Very High 
Sale Price: 1 3 credits 

Comments: Any barrier whose vulnerability is high or very high is useless. Tanks roll 
over Barbed Wire as if it wasn’t there — well, you do get a neat sound effect. It stops 
infantry that isn’t equipped with rockets or grenades, and that’s about it. Probably 
would work as protection against Spies and Thieves — but you can’t enclose a 
Refinery anyway, and that’s the most valuable source of information, as well as 
stolen credits. 


Sandbags 

Cost: 25 credits 

Site Size: 1 tile 
Power Consumption: None 
Vulnerability: Very High 
Sale Price: 1 3 credits 


Comments: Read the section above, on Barbed Wire — this is simply the Allied varia- 
tion on useless barriers. One difference: The sound effect is a wicked hiss. When I 


first heard it, I started looking for Spies or Thieves nearby... 
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THE CONQUEROR'S TEN COMMANDMENTS 

1 . The name of the game is Command & Conquer, not Collect & Construct. Credits 
and buildings are there to serve your war effort, not vice versa. 

2. Start your base quickly — immediately in multiplayer games. 

3. Spread your buildings out to allow free traffic flow. This can be worth an extra 
group of tanks exactly where and when you need them. 

4. Uncover as much of the map as soon as you can, and quickly locate the enemy 
base(s). 

5. T hink aggressively. Form a combat patrol the moment you have a few extra units 
(invariably very quickly), and start measuring the enemy’s strength and reactions 
by attacking enemy units in the field. Remember that single-player missions 
often contains hidden ‘triggers’ — an attack sets off a series of actions by the 
computer player. Watch for those predetermined sequences, and exploit them to 
your advantage. 

6. Always support a combat group with a backup/relief force some distance behind. 
It’s the only way to ensure a safe retreat, and offers the option of quickly organiz- 
ing a larger strike force the moment you notice new opportunities. 

7. You can’t hope to micromanage more than 12 units well in a fight (an infantry 
squad counts as a single unit). Use smaller groups: Attack with one, withdraw 
it, then attack with another, rather than sending a single huge mass of units. 
This greatly helps minimize your losses. Keep attacking until you’ve gained 
control of the battlefield. Use combined arms tactics, and repair all damaged 
vehicles promptly. 

8. Target the enemy Ore Trucks, and ambush any rescue forces. 

9. Target the enemy Ore Trucks again, and ambush any rescue forces. 

10. You don’t need any advice at this point — you’re ready to storm the enemy base. 
One last reminder — use combined arms. A ground assault combined with an aer- 
ial attack always works better, and better still when combined with an A-Bomb 
and/or naval bombardment. The computer doesn’t know how to deal with com- 
bined arms attacks. Many humans don’t either. 
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Kennel 

Cost: 200 credits 

Site Size: 1 tile 
Power Consumption: Low 
Vulnerability: Average 
Sale Price: 1 00 credits, no Dogs 

Comments: There’s not much to comment on, except that the Kennel is amazingly 
tough. Putting one on the outskirts of a base is often a good idea — the computer 
player gets busy shooting at it while you get busy shooting at the enemy units. 

Silo 

Cost: 1 50 credits 

Site Size: 1 tile 

Power Consumption: Low 

Vulnerability: High 

Sale Price: 75 credits — tiberium, pardon, ore swindles are no longer possible 

Comments: The Silo is almost totally safe from attacks in single-player games — 
there are just a couple of Soviet missions where the computer sends some highly vis- 
ible Thieves. In multiplayer games, try not to tempt fate and put them somewhere 
safe. If your Silos have space to spare, the destruction of one or two won’t affect 
you — but if they’re brimming with ore, you stand to lose the stored credits! Use Silos 
to extend your base in the desired direction — they’re the cheapest structure that 
grants building rights on the neighbouring tiles (up to 1 tile away). You can sell them 
safely if you’ve got plenty of ore storage space. 

Concrete Wall 

Cost: 1 00 credits 

Site Size: 1 tile 
Power Consumption: None 
Vulnerability: Low 
Sale Price: 50 credits 

Comments: In my experience, the Concrete Wall is the only barrier worth building. 
Sometimes it can be invaluable — building a short stretch in a strategic spot can 
greatly enhance the security of your base. Tank cannon can’t shoot over walls — many 
other weapons can, so don’t make the mistake of assuming you’re perfectly safe 
behind them. 
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Camo Pillbox 

Cost: 600 credits 

Site Size: 1 tile 

Power Consumption: Low 

Vulnerability: Average 

Sale Price: 300 credits, 2 Riflemen 

Comments: The Camo Pillbox is invisible on the radar map, and hard to see on the 
battlefield; this makes it a killer in multiplayer games. In single-player games, the 
computer goes after Pillboxes of all sorts and kinds with wild abandon, and a couple 
of V2 rockets destroy the Camo Pillbox just as swiftly as the standard Pillbox, so 
save your money. 

Gap Generator 

Cost: 500 credits 

Site Size: 1 tile 

Power Consumption: High 

Vulnerability: High 

Sale Price: 250 credits, 1 Rifleman 

Comments: The Gap Generator is a wonder — you’ll see that quickly whether you’re 
playing the Soviet or the Allied side. It’s only available to the Allied player in a cou- 
ple of missions; however, it should be a permanent fixture in every base built during 
multiplayer radius. Disabling Gap Generators through strikes on Power Plants is a 
favorite Soviet tactic. 

Advanced Power Plant 

Cost: 500 credits 
Site Size: 9 tiles (3x3) 

Power Consumption: None, provides it instead. 

Vulnerability: High 

Sale Price: 250 credits, 1 Rifleman 

Comments: The Advanced Power Plant replaces the standard Power Plant — yep, 
replaces it, even though the other is still available. There is never too much power — 
you should maintain a healthy surplus at all times, and Advanced Power Plants do the 
trick. They are among the enemy’s weakest points, so they’re also a weak point with 
you. Fortunately, the computer player doesn’t target them often; human players do, 
and so should you. 
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Naval Yard 

Cost: 650 credits 
Site Size: 9 tiles (3x3) 

Power Consumption: Average 

Vulnerability: Average 

Sale Price: 325 credits, no ships or Riflemen 

Comments: The Naval Yard is an essential structure in many Allied missions; it’s 
importance drops drastically in multiplayer games. It can be placed up to 6 tiles away 
from the nearest land structure, but it is advisable to place it near the shore where 
your land-based AA defenses can assist Destroyers; the computer player likes to 
attack it with aircraft. 

Sub Pen 

Cost: 650 credits 
Site Size: 9 tiles (3x3) 

Power Consumption: Average 
Vulnerability: Low 
Sale Price: 325 credits 

Comments: The Soviet Sub Pen is less useful than the Allied Naval Yard, and its name 
indicates why — there’s only so much you can do with the expensive Submarines. It 
has very little use in the vast majority of multiplayer games; in single play, build it 
only if you absolutely must. Remember that planes are good at tackling ships! 

Airfield 

Cost: 600 credits 

Site Size: 6 tiles (3 horizontal x 2 vertical) 

Power Consumption: Average 

Vulnerability: Low 

Sale Price: 300 credits, 2 Riflemen 

Comments: The Airfield is an essential building for the Soviets — it brings a lot of 
diverse benefits. Build one even if you don’t intend to use planes — although given 
what aircraft can do, that would be a mi stake. 
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Technology Center 
Cost: 1,500 credits 

Site Size: 6 tiles (Allied — 2 horizontal x 3 vertical); 9 tiles (Soviet — 3x3) 
Power Consumption: Allied — Very High; Soviet — High 

Vulnerability: High 

Sale Price: 750 credits, 5 Riflemen 

Comments: The Allied and Soviet Tech Centers provide different advantages, as you 
know from the manual and game reference cards. Both are very important, and both 
are very fragile. A target favored by computer players; the Allied Center is also heav- 
ily targeted in multiplayer games. Its loss means the immediate loss of the radar 
map — even areas previously explored are blacked out. 


Cost: 1,500 credits 

Site Size: 6 tiles (3 vertical x 2 horizontal) 

Power Consumption: Low 
Vulnerability: Low to Average 
Sale Price: 1 50 credits, 1 Rifleman 

Comments: The Helipad seems expensive, but a chopper comes included in the 
price — the real cost of a Helipad is 300 credits, which is reflected in its sale price. A 
chopper does not need a Helipad in order to stay in the game (an airplane drops out 
when it doesn’t have an Airfield). However, it still needs to reload at one, so you 
should have almost as many Helipads as you have choppers. Remember that an oper- 
ational air force nearly always has a couple of damaged aircraft — these should first 
be repaired instead of reloaded, and in the meantime another chopper can visit the 
vacant Helipad. 

Tesla Coil 

Cost: 1,500 credits 

Site Size: 1 tile 

Power Consumption: High 

Vulnerability: High 

Sale Price: 750 credits, 5 Riflemen 

Comments: The Tesla Coil is probably the ultimate defense system, but watch out for 
its tendency to targets soldiers instead of tanks. It’s a favored target for all oppo- 
nents — sometimes, its benefits can be smaller than the associated problems! 
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Barracks easily survive a direct hit with an A-Bomb. Not bad, for a tent! However, 
while an A-Bomb can’t even damage Barracks seriously, four Yaks (or four Yak 
runs) rip them to shreds. 

The structures are listed in money order: The expensive ones come first. 

Chronosphere 

Cost: 2800 credits 
Site Size: 4 tiles (2x2) 

Power Consumption: High 

Vulnerability: High 

Sale Price: 1,400 credits, 5 Riflemen 

Comments: The Chronosphere is usually built to enable a specific maneuver. Once 
you’re done, consider selling it — you certainly should sell it before other buildings, 
if funds are short. You’ll also be able to sell at least one Advanced Power Plant 
right away. 

Iron Curtain 

Cost: 2,800 credits 
Site Size: 2 tiles (vertical) 

Power Consumption: High 
Vulnerability: High 

Sale Price: 1,400 credits, 4 Riflemen and a Technician 

Comments: Keep the Iron Curtain once you’ve taken the trouble to build it — particu- 
larly in multiplayer games. Making a precious building invulnerable (often, it’s the 
Iron Curtain itself) just before an A-Bomb explosion is a good idea. 

Missile Silo 
Cost: 2,500 

Site Size: 2 tiles (horizontal) 

Power Consumption: High 
Vulnerability: Average 

Sale Price: 1,250 credits, 4 Riflemen and 1 Technician 

Comments: The Missile Silo easily survives a direct nuke hit, but is especially vul- 
nerable to rockets fired by aircraft or ground forces. The more Silos you have, the 
sooner you have an A-Bomb. 
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they’ll engage enemy ships on their own. Send in MIGs (you should have at least a 
couple by the time Allied ships appear) to help the Subs. 

Send a victorious Sub north along the eastern shore. You’ll spot the Power Plants 
on the middle island instantly. This is your MIGs’ next target. Meanwhile, keep build- 
ing— a second Refinery, eight Airfields, two Service Depots, at least two Teslas, at 
least three SAM Sites... You get the picture. You’ll know by then exactly at which 
points the Allies attack, so I don’t need to tell you exactly where to place them. 

While fending off Allied attacks, start striking back. First, destroy the Power 
Plant complex your Submarine uncovered; then hit the Construction Yard west of it 
and the Naval Yard just north. Next, send a Spy Plane to the northeast comer of the 
map; there’s a block of eight Advanced Power Plants there. Two Camo Pillboxes, and 
a particularly lethal AA Gun in the south, protect it, so take care with your 
Paratroops. Best take out the southern AA Gun first; then the Rocket Soldiers with 
Yaks; then everything else. 

At this point, you’ve crippled all Allied AA Guns and Gap Generators. The Allies 
use Mobile Gap Generators in a singularly unintelligent way: They show you exactly 
where the Allied War Factory is. Before you destroy it, however, get the second 
Allied Construction Yard with your MIGs, and then brace yourself for a series of ter- 
rible attacks. 

Once you’ve outlasted those, you’ve basically won this mission. I like to con- 
tinue relying on aircraft, first liquidating droves of enemy Rocket Soldiers with Yaks 
(I prefer them to Hinds in this role), and then destroying everything from the air, 
starting with Ore Refineries, and then Barracks, and then the War Factory. After vic- 
tory is totally assured, I speed things up by committing my ground forces. 

This mission is less about elegant strategy than about being good at arcade 
action. You must scroll and click like a madman while keeping track of your overall 
goal. This isn’t survival; it’s victory. If you allow the Allies to scare you into passiv- 
ity, you may be headed for defeat. 

The Allies may make a halfhearted attempt to rebuild some Power Plants; make 
sure you destroy them again. Fortunately, they much prefer to spend money on units. 

Following an aerial offensive a la the Gulf War, you should have no problem 
completing the remainder of this mission. Essentially, it’s one huge blow-up party, 
where your main task is to minimize casualties for a higher score. 

A rather comic video rewards your victory: Everybody takes turns killing some- 
body else. Guess who’s the last man standing? Citizen, the good citizen. . . 
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You get a good, strategically located spot to site your base, and you’ll need to 
exploit these advantages to the hilt. Enemy attacks will come from every direction, 
and via all means — land, air, water. On many occasions, two or three attacks will be 
synchronized — say, one strike force attacking from the west, another from southeast, 
and yet another landing on the beach where you started yourself. 

Having weathered the initial Allied onslaught, you take the offensive. As usual, 
air power is bound to play an important role in your progress; given the Allies’ strong 
naval presence, it’s the only card up your sleeve. The Allies made a couple of mis- 
takes in base layout, and you should exploit these. 

Intelligence Report 

You’re confronted by the strongest army you’ve seen so far. There are two Allied 
bases with fully independent power systems — one on the island immediately north of 
yours, and another on the mainland farther north. Enemy forces will try to break into 
your base through land connections in the northwest; rather stupidly, they blow the 
northwestern bridge when you approach it. Do the same to the bridge immediately 
north of your base. 

Severing these two connections makes defense easier, and easy defense is crucial 
in this mission. You’ll need multiple permanent defensive structures: A Tesla on the 
south shore will take care of many landings, as will another in the northwest and one 
in the southwest. 

Enemy forces also like to land far southwest, approaching your base through a 
large, ore-filled valley. However, adding more Tesla Coils may be too power-con- 
suming: You also must support a big Airfield complex, two Refineries, and two 
Service Depots, plus the usual set of base buildings. 

The enemy has two Construction Yards — one in the center of the middle island, 
and one almost directly north of it on the mainland. However, before you tackle those 
you should disable the AA Gun network by striking at the Power Plants. Two com- 
plexes exist — one in the southwest comer of the middle island, and one in the north- 
east corner of the battle map— and both are highly vulnerable. In both cases, 
Construction Yards lie a bit west of the Power Plants. 

Enemy attack formations place heavy stress on destructive power, consisting 
mostly of Medium Tanks and Artillery; Light Tanks are used to a much lesser extent 
than in previous missions. Four strong Artillery groups tend to come in from the 
west; the southwestern landings consist of Medium Tanks and Artillery. The landings 
on the beach directly south of your base are likely to be Medium Tanks only. 
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Recommended Strategy 

Deployment 

You begin this mission just south of the northeast comer of the battlefield. Move west 
immediately, simultaneously rearranging your vehicles to defend against an attack 
from the south. As in 13 A, Medium Tanks and Artillery clustered around a Mobile 
Gap Generator are about to attack. Preserve wildlife: Don’t let your Mammoths die. 
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While your MIGs and Yaks (or Hinds, but I’d recommend Yaks) are busy with this, 
the Paratroops should be busy with an Allied complex in the extreme south, in a 
gully. Enemy troops in the gully consist of a couple of Rocket Soldiers, and as long 
as you don’t drop your guys onto a Camo Pillbox, they should be able to destroy at 
least one of the two Advanced Power Plants there on their own, and the other with 
assistance from aircraft or Parabombs. 

Don’t destroy any Radar Domes at this stage! Keep any you uncover under 
observation only. Destroying any provides the Allies with spare power. 

I suggest, instead, that you concentrate on defending your base from the furious 
Allied attacks that follow the destruction of the Yard. It may be tough at times, but 
the enemy runs out of steam after a time. The few vehicles still scattered around the 
main base stay put even when your Tanks arrive! 

To make that a reality, clear Turrets and Pillboxes from your chosen point(s) of 
entry now. A quartet of Turrets and a Pillbox defend the two most inviting 
approaches. After gaining entry, I usually capture the Radar Dome in the center of the 
Allied base and build a new Barracks next to it. I destroy all Power Plants except two 
(one in the clifftop base and one right at the southern edge of the battlefield, just east 
of the Chronosphere). 

In spite of the fact that the Allies have a second Construction Yard on the clifftop 
in the west, I haven’t seen them rebuild destroyed defensive structures. Although sec- 
ond Barracks stand right next to the Chronosphere, the Rocket Soldiers there are very 
reluctant to lend a hand to their comrades in the northeast. I get rid of this whole group 
by strafing them with a bunch of Yaks once the flight path is relatively clear of danger. 

Important Note: In early versions of Red Alert, capturing the 
Chronosphere following destruction of the Radar Domes may not grant 
you the promised victory. I found that I had to destroy all Allied units and 
structures for the mission to count as accomplished, even though my 
Chronosphere-bound Engineers hadn’t budged. Save the game when your 
forces enter the Allied base, just in case. 

On hearing reports of a Radar Dome sprouting on the clifftop base in missions 
13A and B, I checked and rechecked, but saw no Dome, either at the start of the mis- 
sion (first available Spy Plane) or at its end. It may be that the clifftop base is still 
under construction when the mission starts; if you follow my strategy and hit the 
enemy in their power supply right at the beginning, they cease entertaining thoughts 
of a clifftop Dome. 
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In this mission you’ll face numerous attacks from various directions, and perma- 
nent base defenses other than SAM Sites become necessary for the first time. A Tesla 
Coil covering the southwestern approach to your base — the shortest route between 
you and them — can be very helpful. However, it also draws Apaches like honey does 
flies, and you must build at least three SAM Sites to give it a fighting chance. Be 
ready to sell it at the last moment, if necessary. 

In addition to the Tesla, you’ll need a strong defensive force at this and two other 
points. I suggest protecting the Tesla with a couple of Mammoths (added antiaircraft 
defense), a couple of V2s, and three Heavies with some supporting infantry. Your air 
force and two or three Heavies, and possibly a Mammoth, can contain attacks from 
the east. The third flash point is in the southeast; enemy Transports will land on the 
beach south of your base. Setting up a couple of V2s on the southern ridge protecting 
your base, and some Tanks (three or four) at the ridge’s end is a good idea. 

Finally, you also must deal with repeated infantry assaults from the north. (The 
infantry arrive by Transport.) The easiest way to deal with them is to deploy some 
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Assemble all the Engineers you’ll need to capture the three island Tech Centers 
and the Chronosphere. Build several Advanced Power Plants to handle increased 
power load; you may want to start selling your structures at this point. Move 
Engineers toward all three Tech Centers simultaneously, and don’t forget to make a 
hole in the Chronosphere wall beforehand! 

In my early version of the game, the Chronosphere explodes as soon as I cap- 
ture the third Tech Center. Nevertheless, the mission’s judged a success, so this 
changes nothing. 

Important: Don’t destroy all the Allied Power Plants in your enthusiasm, or the 
Chronosphere will explode somewhat earlier, and your mission will fail. Leave two. 


Mission 1 3A: Snowy Portugal 

Objective: Take out the Radar Domes; then capture the Chronosphere. 

Difficulty Rating: Difficult 

Starting Forces: 2 Mammoths, 2 Heavy Tanks, 2 V2, MCV 

Reinforcements: None 
Crates: None 


Tactical Overview 

In this mission, you’ll face a very aggressive enemy. The Allied base sprawls over 
most of the southwestern part of the battlefield, and is well protected by water: A 
river, a lake, and a large sea bay restrict access. 

The lay of the land dictates extensive use of ground forces as well as air power. 
Your first real objective should be to secure control of the northern and eastern parts 
of the battlefield. At the same time, you should initiate the usual aggressive use of air 
power. After destroying or seriously weakening Allied base defenses with aircraft, 
move in with your land forces. It’s probably best to attack the Allied base at the clos- 
est point of entry — a bridge to the southwest — because this is where most Allied 
attacks originate. 

Keep in mind that your goal is to destroy the Radar Domes before you going 
after the Chronosphere. There usually are four; don’t stop looking until you uncover 
the whole battlefield, though. It’s possible the Allies might build a fifth Dome or 
replace one destroyed earlier. The lour domes that are always there are in the follow- 
ing locations (east to west): First in a gully just west of the body of water in the 
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Recommended Strategy 

Deployment 

This mission begins with a big battle: An Allied base in the northwest comer of the 
battlefield is under attack. You must assume leadership and guide your forces to a 
quick victory. 

The site of the Allied base is perfect for your own, although you’ll probably have 
to remove some of the northern concrete squares to facilitate base expansion. You 
need no permanent defensive structures other than SAM Sites(s); locate these in the 
flight path of Allied Apache Helicopters (if they aren’t following your Ore Truck, 
they’ll come from the southeast). 

Strategy 

The first thing you must actively do in this mission is get your V2 out of danger. It 
makes right for the Allied base entrance oblivious of the fact that two Turrets are tar- 
geting it. If you lose it, your assault on the Allied base will suddenly become more 
difficult. You won’t be able to hit enemy Turrets while staying out of range, or whack 
infantry five at a time. 

Direct the V2 back and let your Heavy Tank take the Turret fire; then push the 
Mammoth forward (it’s best equipped to handle heavy punishment). Concentrate on 
first one Turret, then the other, and press the Grenadiers into action the moment they 
remove their parachutes. There are three damaged Medium Tanks inside the base. 
Tackle them promptly, or they may attempt to squash your next installment of 
Paratroops (five Rifle Soldiers). 

Move your MCV inside the base and next to the stream in the west; put your 
Construction Yard there. Build up your base to full standard. If it spills out of original 
base boundaries to the north, place structures to the east. Allied Chinooks attempt to 
land Rocket Infantry in the eastern part of the area north of your base: Beware! 

Send out small combat groups on reconnaissance while you build Airfields and 
several MIGs. Two or three Light Tanks sit south of your base, and a mixed 
armor/infantry group to the southeast. Rub those forces out. (It’s always good to give 
the Allies something to think about while you prepare your main move.) 

This move depends on your strategy: You can go for the Tech Center in the 
southwest or head straight for the mainland base. I prefer capturing the Tech Center 
first — for the satisfaction and comfort of having my own Satellite as well as for the 
convenience of being able to build extra structures next to the Allied base. I usually 
build Barracks. When planning to capture enemy structures, it makes sense to train 
Engineers nearby. They’re so vulnerable! 
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Mission 1 2A: Switzerland 

Objective: Capture the three Allied Tech Centers in the enemy's island 
base, and then capture the Chronosphere. You have five minutes, 
counting from the capture of the first island Tech Center. 

Difficulty Rating: Difficult 

Starting Forces: 1 Mammoth, 1 Heavy Tank, 1 V2, MCV 
Reinforcements: 1-10 Grenadiers (paradropped just after hostilities 
start); 1-5 Rifle Soldiers (paradropped inside Allied base) 

Crates: None 


Tactical Overview 

In this mission, you must deal with two Allied bases — one on the mainland southeast 
of your base, and one on an island in the eastern half of the battlefield. Treat it as an 
opportunity to capture the Allied structures, and give the Allies a taste of their own 
medicine. 

As in all recent Soviet missions, air power plays a decisive role. The island base 
is heavily fortified; fortunately, the Allies have made their usual mistake of placing 
Power Plants in vulnerable spots. But, then, is any spot invulnerable to someone of 
your talent — General? 

Intelligence Report 

With your promotion to General, you find yourself facing possibly your toughest 
assignment to date. Enemy forces in the area are considerable, and the fortifications 
of the island base make capturing the Tech Centers a trying task. The difficulty here 
lies mainly in not destroying one of the Centers accidentally (and instantly failing 
your mission). 

A long bridge connects the mainland enemy base to the island. As usual, don’t 
take the bridge seriously; it will probably be gone before you have a chance to use it. 
In addition to ground forces, the Allies have deployed a sizable navy in the area. In 
particular, several Destroyers patrol the waters between the mainland and the island. 
Sink these with your MIGs before striking at the Power Plants on the island. 
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Again, clever use of air power makes this mission much easier than it would 
be otherwise. 


Recommended Strategy 

Deployment 

You begin this mission in the southeast comer of the battlefield, or rather, battle-sea. 
Fan out your three Subs and uncover the shoreline to the northwest: Get a good look 
at that beach: Allied Transports will land there soon after you. 
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When you’ve assembled a half-dozen MIGs, it’s time for the air show. Start by 
eliminating the Allied navy from the “inner sea.” It’s fairly powerful — a Cruiser with 
a Destroyer escort, plus wandering Gunboats that can get quite aggressive, shelling 
your base from the north. Fortunately, Gunboats are easy to sink. 

Start by concentrating your air strikes on Destroyers, one at a time (or two if you 
have more than six MIGs). Repair damaged aircraft after each sortie; new aircraft are 
expensive, but repairs cost pennies and are incredibly quick. After you get rid of the 
Destroyers, I recommend you leave the Cruiser for later (unless it’s making trouble) 
and switch to attacking the enemy base. 

Although formidable in many respects, the Allied base has an Achilles’ heel — the 
single Construction Yard. It’s located at the northern edge of the battlefield, almost 
exactly in center north. Your Spy Plane should uncover it on its first pass. Don’t start 
counting A A Guns. Just count your MIGs beforehand; if you have eight, target them 
on the Construction Yard the moment you see it. This is an expensive attack that cost 
me three aircraft, but it was well worth it. Given Soviet air superiority, the Allies are 
as good as dead the moment they lose their Yard. 

My standard procedure for this mission is to continue destroying everything from 
the air (with some short-lived support from Paratroops and Parabombs) until I’ve 
accomplished the mission. The heavily mined terrain, and multitude of Camo 
Pillboxes, make a land assault so expensive that an air assault is the most economical 
option (despite the possible loss of several aircraft). Following the Construction Yard, 
I direct my MIGs to destroy enemy Power Plants, and Yaks (plus any Hinds I may 
have) to demolish the enemy Barracks (and, consequently, enemy Rocket Infantry). A 
couple of MIGs may also kill a Rocket Soldier, but it seems an awful misuse of their 
destructive power: They can be rocketing something that can’t be strafed. 

There are plenty of targets for MIG rockets, that’s for sure. Once the Power 
Plants are out of action, so are the A A Guns and Gap Generators. Your aircraft will 
have a field day! 

Of course, you should put any Destroyers firing at your planes at the top of the 
planes’ target lists. The Allies probably won’t try to build any new ones; if they do, 
destroy the Naval Yards, the southern one (in the “inner sea”) having the higher priority. 

You must destroy every Allied unit and structure to end this mission. This is 
where the Camo Pillboxes and the Allies have scattered all over the place — or more 
precisely, behind every tree — may cause problems. Move your cursor over suspi- 
cious-looking spots to check things. If you happen to pass the cursor over a Camo 
Pillbox, the standard arrow changes into flashing square, and the aircraft’s movement 
cursor changes into a gunsight. 
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Allied naval reinforcements take the shape of a single Cruiser that periodically 
shows up in the southeast and tries to shell your base. Leaving a single Submarine in 
Guard mode in the area (the straits off the southeast tip of the island) will take care of 
this problem. 




Recommended Strategy 

Deployment 

The one guiding principle when setting up base is to keep your buildings as far away 
from the shores as possible, yet still allow free traffic flow. It’s not easy. . . 
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Ranger and two rifles saunter up the valley. Hit the oil drums at a strategic moment 
(the road south is clear now, except for the Turret). Your three Tanks can do a drive- 
by shooting, or you can send MIGs to kill the Turret (if you can stomach the risk of 
losing one to the A A Guns beyond). 

Continue south, to the end of the cliff. I recommend pausing to destroy the south- 
eastern AA Gun while your fourth Tank and trucks play catch-up. If you’ve sent a 
Tank around the tip of the cliff, you’ll also have your three Engineers to move; they 
land to the north. 

Commence hostilities by hitting the oil drums in the Allied base with a Tank 
shell. This results in serious damage to the Depot and the Barracks, making them 
easier to capture. Kill the Light Tank by the Depot without getting shot at by the 
Destroyer to the southwest, and avoid driving onto the land bridge: This starts the 
mission timer. Watch for an Allied Chinook landing in the south. The landing spot is 
surrounded by those useful oil drums. No one should get a chance to step out of the 
chopper before the balloon goes up. 

It’s likely a few Allied rifles remain in the northern part of the base, and you may 
experience desperate counterattacks by Rangers. You must crush them quickly, so 
send in the aircraft even though this may mean a loss. Move your Engineers into the 
damaged Allied base and capture whatever buildings you want or need. If you want 
to build more planes, get the Construction Yard; I recommend getting the Service 
Depot, Construction Yard, and a Power Plant. I like to keep my Tanks in good repair, 
and the sale of the Depot nets respectable cash as well as a couple of infantry. 

Sort out the base business and leave. MIGs and Tanks should tackle the 
Destroyer simultaneously. Try to delay driving onto the land bridge — it’s that timer. 

When you finally do move west, you’ll see a narrow canyon guarded by two 
quartets of Turrets — one north, one south. Another Construction Yard perches on the 
southern cliff, as well, and, of course, those helpful oil drums. Your planes need two 
runs to get rid of the Turrets. If you’re lucky, none will remain; if you’re reasonably 
unlucky, one damaged Turret will be left on each side. Finish them off. You can use 
the Depot infantry to draw fire as your Tanks move in. 

Beyond the Turret bottleneck, the road turns south, running along the cliff. A 
Medium Tank and a single Rocket Soldier constitute your only remaining opponents. 
I won’t insult you by providing advice on how to deal with those. 

The Rocket Soldier stands at the bottom of a U-turn in the road. Once you’re past 
the U-turn, drive a truck onto the last stretch of road, leading west. That’s it. 
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The Heavy Tanks you get in this mission are suspiciously fast, which makes 
me suspect the Ukrainians may have a hand there. Outstandingly intelligent crews 
man them, as well: Just watch them fire, accurately, in midmovement, and without 
firing orders ! 

Intelligence Report 

Enemy presence in the area is significant. Fortunately, the Allied forces are scattered 
far and wide. Skillfully supported by aircraft, your armored fist can easily punch 
through the Allied cobweb, even though you must drive past two Allied bases (more 
precisely, a base-and-a-half — the second is little more than the Construction Yard). 

You receive elite Tank crews for this mission. In addition, the three Engineers 
you get on reaching the first Allied base can capture the Allied Barracks, supplying 
you with infantry. Additionally armed with Rifle and Rocket infantry, you can turn 
this mission into a demolition derby. 



Recommended Strategy 

Deployment 

Your forces are predeployed in this mission. 

Strategy 

Immediately assign the aircraft numbers (I used Number 1 for the MIGs, Number 2 
for the Yaks) and target the MIGs on the Allied Medium Tank that appears from the 
east. (It’s wise to minimize wear and tear on your Heavies, which at this moment also 
enter, stage left.) Assign one Heavy (the damaged one) to shepherd the trucks, edging 
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constructing an Advanced Power Plant, and begin training infantry. (Yes, you’ll defi- 
nitely need a quick mouse hand.) 

The moment you defeat Allied Mediums, start repairing vehicles — Heavy Tanks 
first, I’d suggest. Build a War Factory and get going on a new Heavy. SAM Sites are 
your next building priority. (They necessitate another Power Plant.) The Allied 
Apaches are already preparing to blast the hell out of your freshly repaired Tesla 
Coil. Put at least two SAM Sites (three is best) down west of the Tesla, and flank it 
with both Mammoths for good measure; they do fire A A Rockets from time to time. 

Don’t wait for the Allied choppers to do their stuff; turn your attention to the 
remaining vehicles. You need at least two Heavies, a V2, and some Grenadiers to deal 
with Allied mobile weaponry gathering north of your base. Provoke them to attack- 
ing with a quick sortie by a Heavy Tank, and lead them into a carefully planned 
killing zone. You could try walling off the northern entrance entirely, but your 
Construction Yard is likely to be very busy for a long time working on other, more 
important, projects. 

These include an Airfield (you already have a Radar Dome). If you’re an experi- 
enced C&C campaigner, I suggest you consider building SAM Sites and an Airfield 
before you build a War Factory. The quicker you get the Airfield, the better: It’s the 
solution to this mission. 

Wait for the Paratroops and the Spy Plane while fighting off Allied Apaches and 
a beach landing in the west. Don’t let Allied Artillery fire at the Tesla! The Yak can 
help soften the Artillery a little. 

If you can build more Airfields, do so. Three practically guarantee success — but 
if it takes a very long time to get three Airfields, things may get out of hand here and 
there. Give it a try with two, or even one. 

When you’ve got the Spy Plane, the Paratroops, and a healthy Yak or two (or 
three) ready, oil your clicking finger and send the Spy Plane to the northern edge of 
the battlefield, just east of center. The truck is hard to spot, but you’re sure to notice 
the surrounding fencing and scientists. Immediately target Parabombs, Paratroops, 
and the Yak(s) — if you don’t see the truck, pick a scientist. The Paratroops lift the 
Shroud again, giving you another chance to target the truck. 

Concentrate on timing — the Parabombs take longest to arrive, so schedule them 
first. In my experience, getting it right is simpler than it sounds. 

Alternate Strategy 

If you’re spoiling for a fight — and possibly an impressive score — this is your chance. 
But beware: Later missions involve full-scale brawls that are impossible to avoid; 
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Mission 9A: Italy South 

Objective: Destroy a single Red truck that has fallen into Blue hands. 

Difficulty Rating: Easy 

Starting Forces: 2 Mammoth Tanks, 2 Heavy Tanks, 2 V2s— 
all damaged 

Reinforcements: None 

Crates: Three 2,000-credit crates and one Health Orb (at the base of a 
peninsula northeast of your base — an Allied stronghold; you can lose as 
much as you gain) 


Tactical Overview 

If you want to meet the mission objectives as swiftly as possible, this is one of the 
easier missions in the entire Soviet campaign. If you want a full fight, including the 
traditional assault on the Blue base, it’s tougher. 

As in Level 8, your opponents include the Brownshirts. Once again, you needn’t 
fight them at all, unless you want to. There’s a good reason for wanting to: When you 
start the mission, the Brown base (medium distance west of your base) is defenseless 
and unguarded. Taking it over provides you with a nice springboard for a full-scale 
fight, enabling you to help yourself to Allied weaponry. Again, though, it’s totally 
unnecessary to complete mission objectives. 

The most difficult part of the mission is getting your base up and running in a very 
short period of time. Although it boasts a Service Depot and a Tesla Coil at the west- 
ern entrance, your base doesn’t have an Airfield or a War Factory, and requires addi- 
tional Power Plants: This is your first opportunity to build the “Advanced” version. 
You’ll also need to build quickly at least two SAM Sites to protect the Tesla Coil. 

To end this mission quickly, put your superior air power to use. Yaks, Paratroops, 
and Parabombs will make short work of the truck. 

Intelligence Report 

The truck is in a fenced-in compound near the battlefield’s northern edge, slightly 
east of center. Scientist types in white lab coats surround it (you can’t miss them), 
along with, unfortunately, several AA Guns. However, completing the mission fast is 
worth a single Yak. 
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Mission 8B: Another Elba Island 
(Italy South) 

Objective: Destroy everyone and everything that isn't red. 

Difficulty Rating: Easy to Moderate (approximately the same level of 
difficulty as Mission 8A) 

Starting Forces: 3 dying Rifle Soldiersmen, 4 Submarines 
Reinforcements: 5 Rifle Soldiersmen by sea; 3 Rifle Soldiersmen, 

2 Flamethrowers by sea; paradrop of 3 Flamethrowers, 2 Rifle Soldiersmen 
Crates: 3 crates on an island in the southwest— 2 x 2,000 credits, and 
a Health Orb. 


Tactical Overview 

As you might guess from the foregoing data, this mission is almost identical to 
Mission 8A. Only the map differs — slightly — but this doesn’t affect your situation or 
strategy one bit. (I found it a little odd that an island called Elba should exist both off 
the northern and southern Italian coast. It’s a bit like Napoleon having a twin brother.) 

Intelligence Report 

This mission is similar to 8A, but the Allied forces seem slightly weaker. The slightly 
more difficult map compensates for this weakness. 

As in Mission 8A, you need only destroy the Blues to achieve mission objec- 
tives. You can leave the Brownshirts alone. However, then you must watch for Brown 
Thieves. I recommend erasing the Browns swiftly, and capturing the Barracks to train 
a Spy. The Blues don’t seem to care what happens to their Brown comrades. 

Should you opt for swift, uncomplicated victory, approach the Allied base from 
the south (Turrets, Artillery, 2 Medium Tanks). The two eastern approaches (one with 
a guard of 2 Medium Tanks and an Artillery; the other, 3 Mediums with Rocket 
Infantry) involve blowing away the Brownshirts first. 
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Recommended Strategy 

Deployment 

Your base is predeployed in this mission. 

Strategy 

This mission starts with your base under attack from two Brown Rangers and some 
infantry. Building a Barracks scares the enemy away as if by magic; pursue them 
aggressively with Grenadiers and destroy them, as well as a couple of Rocket 
Soldiersmen guarding a Sandbag Barrier to the north. A village lies just northwest of 
the Sandbags. Clean it up if you want, but I wouldn’t bother: There are no crates, not 
even in the church and the little brown house. 

Meanwhile, build up your base at full speed. Don’t neglect to build a transport, 
and to retrieve the crates on the island to the southwest. You should also split your 
Submarines into two groups and send one west, one east. They’ll encounter lone 
Gunboats guarding the shores west and east (probably more to the east). The Allied 
Gunboats fail to react at all if torpedoed from medium to long range; just take care 
moving the Subs so they don’t run right into an enemy ship. Gunboats can see 
Submarines in neighboring waters! 

Having dealt with the Gunboats, have your Submarines meet in the north. You’ll 
see the Blue base in the northwest comer of the island. The little crescent-shaped bay 
north of it is where the Allies build their Naval Yard. Position a couple of Subs so that 
they’ll destroy the Yard whenever it appears. 

Your Sub foray will reveal some Allied buildings, and the Spy Plane should 
become available in short order. (If you’ve been busy building up your base, you’ll 
have gotten your first Airfield some time earlier.) Send the Spy Plane over the 
Blues — but keep an eye on the Brown base. Don’t attempt to take it over; it’s tempt- 
ing, because the defenses are weak (a Camo Pillbox hides on the base perimeter, as 
does a highly visible and noisy Turret). You must conserve your forces for an upcom- 
ing tussle with the Blues. 

This tussle involves most of the Blues’ Medium Tanks, plus two Artillery pieces. 
Defeating them early in the mission isn’t easy, but neither is it very difficult: The 
enemy Tanks seem slow to squash infantry, and the Artillery tends to concentrate on 
your Tank(s) instead of blasting the foot soldiers. I managed to snatch victory with 
two Heavy Tanks, a V2, and 10 mixed infantry (including Flamethrowers — particu- 
larly good at frying Artillery). 
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Mission 8A: Elba Island (Italy North) 

Objective: Destroy everyone and everything that isn't red. 

Difficulty Rating: Moderate (approximately the same level of difficulty 
as Mission 8B) 

Starting Forces: 3 dying Rifle Soldiers, 4 Submarines 
Reinforcements: 5 Rifle Soldiersmen by sea; 3 Rifle Soldiersmen, 

2 Flamethrowers by sea; paradrop of 3 Flamethrowers, 2 Rifle Soldiersmen 
Crates: 3 crates on the island near the southwestern corner, containing 
2 x 2,000 credits and a Health Orb. 


Tactical Overview 

This is a surprisingly easy mission, provided you move fast. The Allies are in the 
process of setting up base, and they should never get to finish it. 

In this mission, you finally get to use Submarines. In fact, quick sub action can 
make things significantly easier. Getting them around the island — you start in the 
south; the enemy’s in the north — may enable you to destroy the Allied Naval Yard as 
soon as it’s built. 

Efficient use of Paratroops and Yaks, in conjunction with fast Sub action, will 
hand you the victory on a plate. Sending a transport to retrieve three crates from an 
island in the southwest greatly speeds up the completion of this mission. 

Intelligence Report 

There are two enemy bases, one belonging to Brownshirts, the other to the Boys in 
Blue. The Brown base is largely fake; only the Power Plant and Barracks are for real. 
The Brown Barracks are for training Thieves, but again, if you move fast, they’ll 
never get the chance to step outside base. Capturing the Barracks gave me the oppor- 
tunity to send a Spy into Blue territory, and consequently to monitor Blue finances 
(by infiltrating a Refinery). 

This said, there’s no need for you to tussle with the Browns at the outset. 
Combining your aerial and sea forces in an assault on the Blue base brings quick suc- 
cess, and you need only destroy the Blues to complete this mission. Enemy forces 
include over half-a-dozen Medium Tanks. Three are grouped with A A Rocket 
Infantry just northeast of the Brown base; another three escort the Blue Ore Truck in 
the northwest; a third trio (accompanied by two Artillery pieces) guards the long ford 
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Recommended Strategy 

Deployment 

As you start this mission, a bunch of enemy rifles move menacingly toward a long 
chain of oil drums. The game advises you to run for it. Do so. Get your guys going 
east and south (just follow the dotted line, so to speak). Wait until all your men are 
clear of the coming explosion, and then instruct the one closest to blow the southern- 
most drum in the chain. YouTl neatly turn the tables on the wicked Allies, because 
their Rifle Infantry are still bobbing and weaving among the drums. 

Strategy 

Continue south and west, still going along that red line. You’ll see an inviting crate 
and five enemy soldiers in a room north of the dotted line. Steer well clear: Keep 
your group to the southern wall when walking past the room. You’ll head west, and 
then south. You’ll see a bunch of Attack Dogs in a room to the southwest. Important: 
Stop following the red line the moment it splits into two and turns north. Continue 
west, and then turn south, toward the Dogs. 

Here an Allied Rifle Infantry is actually set on Guard. He’ll move toward your 
guys. They should shoot him down without losses. Repeat the drum-blowing maneuver 
and the Pillbox guarding the Dogs will go up as well. Lead the Dogs out of the room. 

Send one Dog back north, to where the red line splits in two, and have it recon- 
noiter cautiously. The Dog’s arrival at the top of the short, center-red-lined corridor 
leading north reveals the whole central area of the battlefield. YouTl see the coolant 
station, and Tanya-led enemy infantry. Leave the Dog there, and return to the main 
group of Dogs and soldiers. 

Send a squad of (five) Dogs and your Rifle Soldier west of the Dog Prison. You 
have two choices; the northern route contains oil drums, so steer clear. Go down the 
southern corridor. It curves in a U-bend. Leading with the Dogs, you’ll see enemy 
Rocket Infantry before they see you. Press your rifles against the western wall, move 
them up, and have the closest guy fire at the nearest oil drum. (Hopefully, he isn’t 
standing next to it.) The oil drums will go up, and so will the Rocket Soldiers. 

The spot where they stood is an intersection. Go west, young man, go west. Lead 
with Dogs, but keep Rifle Infantry very close behind, or parallel. A lone enemy rifle 
will blow up more oil drums and retreat north, weaving among stacked crates (of the 
non-bonus kind). Target your Dogs on him, and move your Rifle Soldiers after him 
briskly; he’s a smart guy, and will pause to see whether he’s being followed. When he 
does, he’ll shoot any Dogs in range automatically; you want your infantry there if that 
happens. It’s extremely important to kill this enemy Rifle Soldier before he reaches 
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Patience is definitely something you’ll need if you’re determined not to get your 
feet wet, and use that bridge instead. The Yaks take a long time to do any damage to 
the four Medium Tanks guarding the bridge’s southern end. You may want to quickly 
build a Sub Pen, instead, and ferry the trucks to the other shore. If you haven’t 
destroyed the two enemy Tanks there with Paratroops, of course, you should take 
your Tank or Tanks across first. 

That’s it. Just drive a truck to the middle of the small patch of land in the north - 
west comer of the battlefield, and the mission’s over. 


Mission 7 A: Belarus 

Objective: Deactivate control centers for the coolant stations before 
everything blows up in your face. 

Difficulty Rating: Moderate 
Starting Forces: 4 Rifle Infantry 

Reinforcements: 1 8 Attack Dogs, 1 wounded Rifleman, 4 Engineers 
Crates: Health Orb [in a room southwest of your starting point — you 
can't miss it); don't even try to get it; read on for details. 


Tactical Overview 


This fairly straightforward mission masquerades behind a complex facade. Red 
dashes and arrows helpfully lay out your initial path. 

As in all of Red Alert’s, “special” or “puzzle” missions, this mission requires 
more cunning than brawn. Remember that enemy units not set in Guard mode won’t 
react unless something wanders into firing/spotting range. Most units you’ll 
encounter in special missions aren’t set in Guard mode. ’Nuff said. 


Intelligence Report 

The Allied forces in this mission are relatively dangerous: They include Tanya. 
Remember that special missions call for stealth more than strength. Don’t engage the 
enemies you encounter unless it plainly makes good sense. 

Fortunately, you can avoid the most dangerous opponents (a bunch of Rifle 
Infantry guarding the aforementioned Health Orb) or deal with them using hidden 





1 62 Command & Conquer: Red Alert — Unauthorized Advanced Strategies 



The Allied armor guarding the bridge is under strict orders to stay at assigned 
posts. You may try to draw the southern group of enemy Tanks into the field, but at least 
half more than likely will stay put. Engaging them in combat on the bridge almost cer- 
tainly results in the bridge’s destmction. Even if you get onto the bridge while it’s still 
intact, the Cruisers will start shelling it as soon as you uncover it completely. 

To complicate matters further, the only spots suitable for landing on the other 
shore are right next to the northern end of the bridge. You must dispose of the two 
enemy Tanks at that end, and also at least part of the Allied navy, before you attempt 
to cross in a Transport. 


Recommended Strategy 


Deployment 

After fighting off the initial attack, set up base northwest of your starting point (read 
on for the exact location). 

Strategy 

This mission starts with the MCV under attack from three Light Tanks and one 
Medium Tank. Capitalize on the enemy armor’s fixation with their target and direct 
the MCV past your own Tanks: The Allied Tanks will follow blindly. Continue 
maneuvering the MCV to minimize damage while your forces hammer away at the 
Allied Tanks. 


This done, assemble your forces in formation and set out north-northwest. The 
Allied base is near, but your enemies are stupid, and unable to use that proximity to 
their advantage. Continue north-northwest. You ’ll see a cliff; direct your forces to its 
western side. There’s another cliff directly north of this one. Between, there’s a small 
field of gems. Access to it is blocked by trees, and these trees also hide two crates — 


2,000 credits and a Health Orb. 

Set up your base just west of these trees, leaving enough space so your V2 can 
get in there. Use it to destroy the trees, issuing the forced-fire command the manual 
describes ( ICTRL1 + left click). 

In the meantime, build up your base to full standard, and get a couple of extra 
V2s. Position them against the south edge of the southernmost cliff (the one you saw 
first from your starting point). Allied infantry repeatedly will try to attack your base, 
and they’ll walk around this cliff. Your V2s will fire on automatic and slaughter them. 
To ensure no enemies make it through, position a squad of infantry at this small (but 
important) cliff’s southwestern end. Bolster the infantry with a couple of Tanks in 
case the Allies send Tanks, too. (They didn’t in my missions.) 
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Proceed east until you hit land again. One of the trucks must reach the middle of 
the patch of land in the northeast comer before the mission ends. 

Alternate Strategy 

If you’re really good, consider rushing through the Allied base with next to no pre- 
liminaries. Just build the Constmction Yard and sell it right away for extra Rifle 
Infantry and an Engineer. Engage a Pillbox with the Heavy Tank to busy all the base 
defenses, and then lead in with your other Tank. Use your Engineers on the War 
Factory and Barracks. You may be able to pump out a few units in time to gain con- 
trol of the situation. (Don’t count on it, however.) 

Rush your trucks through to the north end. Accompany them with whatever 
forces you can salvage from the battle for the base: You need some to distract any 
Allied forces you encounter farther on while the trucks continue to their destination. 
This approach is difficult, and requires a bit of luck and considerable C&C skills. 


Mission 6B: Bosnia/Balkans South 

Objective: Get at least one truck to the other shore. 

Difficulty Rating: Moderate (the harder of the two Level 6 missions) 
Starting Forces: 2 Heavy Tanks; 2 V2s; 2 APCs with 5 Engineers, 

3 Grenadiers, 2 Flamethrowers; MCV r 2 trucks 

Reinforcements: None 

Crates: 2,000 credits and a Health Orb (behind trees west of Allied base), 
to get the crates, you must destroy some trees — 2 V2 rockets per tree 


Tactical Overview 

This mission is the harder of the two Level 6 missions, because no land connects to 
the other shore. The only land route leads across a long — predictably well- 
guarded — bridge. 

The most effective approach is to use a combination of Yaks, V2s, and patience 
to destroy Allied forces. These include a small navy as well as land units. The body 
of water involved is small, so there’s little sense in attempting to deploy Submarines. 
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within firing range. Concentrate on overwhelming the Allied base to the north — it’s 
not very difficult — and then on getting the trucks to their destination. A Health Orb in 
the north lets you heal any damage the trucks sustain; you can’t repair them in your 
Service Depot. 



Recommended Strategy 

Deployment 

Your initial forces begin this mission uncomfortably close to the enemy. Move the 
whole ensemble west, and set up base between the ore fields you’ll see. 

No permanent base defenses are necessary in this mission. Given quick action on 
your part, you won’t have to deal with a single Allied attack on your base. The 
Flamethrowers you received at the start are great at keeping enemy infantry at bay, 
and small infantry sorties (plus a nosy Light Tank or two) are all the Allies are will- 
ing to commit to offensive action during this mission’s opening stages. They also 
may launch a couple of counterattacks once hostilities begin in earnest, but in my 
experience, these are weak and easy to contain. 
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Don’t build a Sub Pen — concentrate on building a small but sinewy land army, and 
a good air force., Four or five Tanks, as many V2 Launchers, and half-a-dozen Yaks are 
all you need (of course, you should also have some infantry). Once you’ve outfitted 
your northern combat group with Tanks and V2s, ambush the Ore Truck and escort; 
then commence with a classic base assault (discussed in detail in the first part of this 
book). As usual, employ the V2s to destroy defensive structures from a safe distance. 

The Allies may give some trouble initially, counterattacking with small vehicle 
formations (two Light and two Medium Tanks, two Light Tanks plus Ranger plus 
Artillery): Their favorite formation is a pair of Light Tanks. You should have no prob- 
lems repulsing these attacks; apply extra pressure with your Yaks, sending them on 
cautious strafing runs in the western part of the Allied base. (Don’t scare the MCV!) 
Destroying the Allied Refinery quickly puts the squeeze on your enemy; in my expe- 
rience, they don’t even attempt to repair damaged structures. 

You may begin your assault on the Allied base as soon as you’ve destroyed the 
Turrets guarding it from the east. Depending on your aims, you’ll either assemble a 
small corps of Engineers and proceed with caution, or go in with guns blazing. I rec- 
ommend capturing the Allied Barracks, making a medic, and healing all your 
wounded guys — but it’s your call. Once you’ve taken over the base, you can take 
over any building you like, biding your time (but without going to extremes!). The 
Allies will concentrate on getting the island base up and running. 

This won’t be easy for them, because if they only get going on the project after 
your attack on the mainland base, they’ll be in a pretty sorry financial state. They’ll 
have enough to build a standard base and turn out a few vehicles, but that’s it. At this 
stage, you can sit back and play with several strategies. You can destroy everything 
from the air with Yaks and Paratroops; the Allied island units fight poorly, and I’ve 
managed to destroy a Medium Tank and badly damage another with a single paradrop. 
Even the APCs exhibit little of their usual enthusiasm for squashing infantry. 

You probably have several vehicles parked on the mainland, so you might as well 
build a Transport and send them over. Destroying the last Allied structure/unit ends 
this mission. Don’t build Subs to sink the handful of Allied ships around; you can 
sink all of them with aircraft, Tanks, and V2s. (I discussed these tactics in detail in 
the first two chapters.) 

Alternatively, capture the Allied Naval Yard and build a couple of ships. They’ll 
help greatly in destroying the Allied base. 
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The Allied forces on the mainland aren’t very combative, and you should have no 
difficulty taking over/destroving the enemy base, and capturing the Radar Dome. 
Capture selected Allied buildings if you fancy an opportunity to use Allied units to 
capture the island. Plan well, however, and you can complete your mission without 
producing/training extra units (except, possibly, for a couple of Yaks) once you cap- 
ture the mainland Allied base. 

You’ll receive a second MCV the moment your Paratroops hit the ground on the 
island. Build a Yard and sell it for an instant 1,250 credits. 

Intelligence Report 

Enemy forces on the mainland aren’t very strong. Seize the initiative early, and you 
should find the first part of this mission almost a walkover. Continue to time your 
moves right, and you’ll find the second part easy, too. 

You’ll encounter Allied naval units for the first time — specifically, Gunboats and 
Destroyers. We’ve already ex ami ned tactics for dealing with them in detail, so here 
let’s just say you don’t need a single Submarine to complete this mission. Capturing 
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Fixed base defenses are unnecessary. Equip your base defense force to fight infantry 
supported by one or two Light Tanks and/or Rangers. 

Strategy 

Deploy the MCV quickly, and build Barracks ASAP. Otherwise, you may have a 
problem dealing with enemy infantry, which can quickly shoot your lone V2 to 
pieces. The first attack usually comes in through the bridge in the northeast. Others 
from the southeast follow. Don’t let that stop you from assembling a small recon 
force right away and sending it off north. A lone Rifle Soldier usually guards the nice 
ore field up there, and a village church in the northwest comer hides a Health Orb. 
Watch out for a patrolling Ranger or two; it’s wise to include a single Tank in your 
group. After dealing with Ranger, the lone rifle, and the church, advance west cau- 
tiously. You’ll see a road running into the map from the north, and, just beyond it, the 
enemy base. Stop your task force east of the road and set up everyone in defensive 
positions. With time, you should add a couple of V2 Launchers and a couple of 
Tanks. When you have them, inch forward with Heavy Tanks first, V2s second, and 
arind the eastern base defenses to dust. 

Back at the base, concentrate on getting an Airfield after you’ve built a War 
Factory. Build at least three Airfields (I recommend four). Keep an eye out for attacks 
from the east as you build up your air force — you’ll see such offensive formations as 
Rifle Infantry protecting Rocket Soldiers. The Y2 excels at dealing with those, 
because the soldiers tend to walk in a tight group. 

Get your Spy Plane before you get the Paratroops. Send it to the north edge of 
the battlefield, approximately midway between the center and the northeast comer. 
You should spot the Radar Dome right away. 

As soon as you’ve got those three components ready— -Spy Plane, Paratroops, 
three Yaks — -send the Spy Plane over the Radar Dome, and target it for both 
Paratroops and Yaks before the Shroud closes (you may want to assign all three Yaks 
a single number). Lead the Paratroops correctly, and they’ll finish off the Dome 
before the Medium Tanks can squash them. If not, you can repeat the whole thing 
with your next Spy Plane/Paratroop allotment. The Allies tend not to repair the Radar 
Dome; it’s easy to destroy. 

The precise timing of your assault on the Allied base is up to you: I found very 
little difference assaulting it before or after destroying the Radar Dome. Allied resis- 
tance tends to be surprisingly weak, provided you act fairly swiftly and don’t sit 
around on your haunches back at your base. 
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Destroy the Allied base before tackling the Turrets and the Medium Tanks. The 
Refinery’s a priority. 

Alternate Strategy 

You can achieve the first objective and destroy the Radar Dome with air power alone. 
Three Yaks and Paratroops will do the job: Remember to dogleg the Yaks’ flight path 
around the Allied base and its rocket infantry. 

The air approach is fine, but you’ll miss out on some nice action if you go that route. 


MISSION 48: GERMANY SOUTH 

Objective: Destroy the Radar Dome, and then everything else. As 
before, kill everyone not wearing red. 

Difficulty Rating: Very Easy to Easy (definitely the easier of the two 
Level 2 missions) 

Starting Forces: 4 Rifle Infantry, 4 Grenadiers, 4 Attack Dogs 
Reinforcements: 3-5 Paratroops (Rifle Infantry and Grenadiers) 

Crates: 2,000 credits (in Blue truck); 2,000 credits (in church just east 
of your base, where the Blue truck stops); 1 Health Orb (in church to 
southeast, across river) 

Tactical Overview 

A body of water lies between you and the Allied base. As in many other missions, 
you can get around it in the extreme north and south. The Allies concentrate most of 
their activity in the southern part of the battlefield, usually guarding the northern 
route lightly. 

The Radar Dome is just west of the battlefield’s northeast comer. Access is very 
difficult, and involves crossing a long bridge under Tank cannon fire a recipe for 
disaster. Unlike Mission 4A, air power is the only logical solution, especially because 
the rocket threat to your aircraft is less. 

Try to preserve all the bridges on the battlefield. They’ll make the final mopping 
up operation much easier and quicker. 

Intelligence Report 

The enemy base stretches across most of the northeastern part of the battlefield. 
The Radar Dome complex is located on top of a cliff, accessible only via two Tank- 
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Soldiers or Rifle Infantry, as well as Rocket Soldiers supported by Rifle Infantry. 
The Allied reinforcements consist of a mix of Rangers and Light and Medium Tanks, 
for a total of five or six vehicles. 

A Gap Generator protects the enemy base; another shrouds one of the river 
crossings. These structures consume a lot of power. Consider knocking out Allied 
Power Plants instead of attacking the Gap Generators directly. 

Pillboxes defend the two river crossings in the west, but they’re relatively easy to 
breach. Allied Medium Tanks guarding other points of entry won’t budge, even with 
firefights going on next door. 
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Recommended Strategy 

Deployment 

You begin this mission near the battlefield’s southeast comer. Two Rangers harass 
your small force: Dispatch them with your Tanks and V2 even as you set up your 
base. Speed is all-important. Build the standard set of structures as quickly as you 
can. There are rich ore fields very close by, so the credits keep flowing in. 
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Send one Grenadier running south along a cliff line to the east of Allied 
Pillboxes. You’ll see oil drams at the cliff edge: Get them with a grenade, and you’ll 
destroy the Pillboxes. 

Meantime, your other guys should have been moving west, to the top of the maze 
of Barbed Wire in front of the Pillboxes. Have them run south as soon as the 
Pillboxes are gone (you may catch a glimpse of the Spy). A Rifle Soldier and a 
Rocket Soldier guard the river ford to the south. Get rid of them. As you advance 
toward them, detach someone to destroy the first of the little brown houses with 
Healing Crates, and use the crate to heal your units after the river ford skirmish. 

Cross the river and turn west; the Spy will become visible. Target the Dogs on him, 
but don’t expect them to catch up; they’ll just run faster. Follow with your infantry. 

The Spy will pass through a little village and stop by a church on its western 
side. Keep an eye on your Dogs. The moment they enter the village, five enemy sol- 
diers will emerge from the houses. Target the Dogs on them quickly, and you won’t 
even have to wait for your infantry to finish them off. 

The moment this Allied patrol’s gone, move back: The Spy will board a 
Transport and escape north no matter what you do. Keep one Rifle Soldier going to 
the little brown house by the second church, and have him destroy the building. 
Don’t pick up the crate yet. 

Reaching the southwestern part of the battlefield rewards you with 10 Paratroops 
who drop into a valley a little east. Reassemble your forces there while your Rifle 
Soldier shoots holes in the brown house. This valley runs north-south; you passed it 
earlier, in your race to the village in the southwest. 

Scout cautiously with a Dog to reveal the whole valley. A small force of Rifle 
Infantry is clustered around some Sandbags— -get rid of them with your infantry, and 
use that second Healing Orb after the combat. Move north to reveal another labyrinth 
of Barbed Wire. In addition to enemy infantry, it features oil drums, and you know 
what to do with those. 

Move through the Barbed Wire after disposing of the enemy infantry. You’ll see a 
third church and a third little brown house: the crate inside will heal your troops yet 
again. Continue northwest. Watch for a river ford featuring the familiar oil drums: A 
couple of Rocket Soldiers on the other bank will explode them when your troops get 
near. Take care! 

These two Rocket Soldiers are the last of the enemy infantry. When you cross the 
river, the Spy you seek will emerge from behind yet another church. (This one has no 
little brown house next to it.) You don’t need the Dogs. Just target the Spy with your 
infantry, and they’ll do the job. 
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The Allied Barracks will already be in the yellow following the oil drum explosion: 
Destroy them quickly, and go after the Construction Yard next. At this point, some 
Allied infantry (and possibly a Ranger) from the south may attempt to move north. 
Of course, that’s the time to launch your southern attack. Getting your troops past 
the Sandbag Barrier guarding the southern approach nets you a paradrop of five 
Rifle Soldiers. 

You’ve already won this mission. Proceed to destroy everything; take particular 
care when dealing with the Ore Truck. 


Mission 3: Southern Sweden 

Objective: Kill enemy Spy within 1 5 minutes. 

Starting Forces: 5 Attack Dogs 

Reinforcements: 3 Rifle Infantry, 2 Grenadiers 

Crates: 3 crates with Health Orbs (in little brown houses with lighted 

doorways; you'll find a house like that near every church but the last one 

you uncover, church number 4) 


Tactical Overview 

The battlefield is a maze of valleys. You must run through most of the maze to kill 
the Spy, no matter what you do. Five infantry will bolster your five Dogs shortly 
after you start the mission. (You must kill an enemy soldier and a couple of civilians 
to get them.) 

Fifteen minutes is plenty of time for accomplishing this mission. 

Intelligence Report 

Enemy presence is very weak. Scattered Rifle Soldiers, as well as a group of five 
mixed infantry near the battlefield’s southwest corner, aid the Allied Spy. Use the 
Heath Orbs and you’ll have no difficulty completing this mission. 

You don’t really need to keep Dogs alive right to the very end. You won’t mistake 
the Spy for one of your guys. If in doubt, click on a soldier and try to move him. If it’s 
the Spy, you’ll hear no acknowledgment, and the soldier won’t obey your orders. 
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for insurance. 


intelligence Report 

The enemy forces are quite weak. Most of them are concentrated in the south, where 
Sandbags mark the approach to the Allied base. 

This mission contains no fewer than three crates. Shortly after it begins, a blue 
truck drives up to a church just east of your base, at the foot of the bridge. Be there to 
destroy it before it drives away, and you’ll pick up 2,000 credits. Go on to destroy the 
church for another 2,000 credits; finally, another church in the southeastern comer of 
the battlefield contains a Health Orb. 








After building the Refinery, build Silos, and perhaps Barracks, as well. Then sell 
the Construction Yard. The extra Rifle Infantry you get are all you really need for this 
mission, and if you get an Engineer, too, you’ve got it made. The Engineer will help 
your Rifle Infantry destroy the enemy Ore Refinery quickly. 

Move offensively the moment you’ve dealt with the northern attack. Cross the 
river, leading with the Dog (it can see better than your infantry). The whole Allied 
base will lie exposed when your guys cross the river. 

A single Ranger usually guards the northern approach to the Allied base: Protect 
your Dog, and attack it with all the Rifle Infantry you’ve got on the spot to minimize 
losses. The moment you’ve dealt with it, and possibly a Rifle Soldier or two, attack 
the Refinery. This brings enemy troops guarding the southern entrance mshing north. 
Target the Yaks on the enemy troops; watch for the moment when Allied infantry is 
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Use the Yaks to blow up the drums: Keep all the Paratroops out of harm’s way! 
Recover the Health Crate after destroying the church, and then use the infantry to dis- 
pose of the building with the two haystacks, in the center of the battlefield. The civil- 
ians running around with their hands in the air can actually kill a badly wounded 
soldier if you let them, so don’t. 

After clearing the middle of the battlefield of all enemy buildings and units, 
advance a couple of healthy men onto the northern bridge. Take care; move them in 
short hops. Stepping onto the bridge reveals the rest of the battlefield — but if you 
move them too far, you risk losing them to the two Pillboxes guarding the bridge 
from the north. 

Lots of oil drums are scattered in that northernmost part of the battlefield (hint, 
hint). Use the Yaks; store the infantry in a cool, dry place. A single strafing run can 
set off a chain explosion among the oil drums, obliterating everything in the northern 
third of the battlefield at one stroke. 

This mission’s a no-brainer. Treat it as a lesson in what air power can do for 
you. To make things more interesting, try to complete it without any losses. It’s cer- 
tainly possible. • 


Mission 2A: Prussia 
(Poland/Germany North) 

Objective: Protect Command Center, kill everyone not wearing red, 
destroy all enemy buildings. 

Difficulty Rating: Easy. However, Mission 2B is easier still. 
Starting Forces: 1 0 Rifle Infantry, 4 Attack Dogs 

I Reinforcements: 1-1 0 Paratroops (Grenadiers) 

Crates: None 


Tactical Overview 

A river halves the battlefield. Your base is in the eastern half. There are three possible 
routes into enemy-held territory — the muddy river ford in the north, the bridge south - 
west of your base, and a land route leading first south, then west along the southern 
edge of the battlefield, and then north. The northern crossing is the best choice; the 
bridge is downright dangerous. 
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The single most outstanding feature of Soviet battle strategy is intelligent use of 
air power. The excellent MIG doesn’t appear until Level 10, but because the last few 
missions are the most difficult, it arrives just in time. In the meantime, Yaks, Spy 
Plane, Paratroops, and Parabombs make life significantly easier. The Hind helicopter 
can also be useful on more than one occasion, although its importance decreases in 
the face of these other aerial choices. 

You can win a lot of the Soviet missions with air power alone, if you have the 
skill and the patience. The ground units’ powerful offensive punch means you could 
also win a lot of missions with Tanks and Rocket Launchers alone. Given both the 
ground and air units, you ’ll find some missions almost disappointingly easy. 


Mission I A: Torun, Poland 

Objective: Destroy all enemy buildings, kill everyone not wearing red. 

Difficulty Rating: Very Easy 
Starting Forces: 3 Yaks, 1 Rifle Soldier 

Reinforcements: 3-5 Paratroops (Rifle Infantry and Grenadiers) 
Crates: 1 Health Orb (in church to west) 


Tactical Overview 

Two rivers split the map, dividing the battlefield into horizontal thirds. You start in 
the southern portion; the bridge to the middle is destroyed immediately. Efficient use 
of your aircraft will land Paratroop reinforcements on that otherwise inaccessible 
middle strip of ground. 

It’s possible to complete the entire mission without using the Paratroops. 
However, because this is a tutorial, you should use all the units available, noting their 
characteristics and other Red Alert trivia (the blast radius of an exploding oil drum, 
for example). 

Intelligence Report 

Enemy presence is weak. Two Pillboxes guard the undamaged bridge leading to the 
battlefield’s northernmost section. Lone Rifle Infantry stand near most civilian build- 
ings, and a couple of Rangers are there simply to draw your attention to important 
targets. Of course, pistol-packing civilians will run around throughout the mission. 

The crate in the church to the west heals all damaged units. You don’t really need 
it, although it can increase your Leadership score slightly. 
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your vehicles come in range, but not earlier; it shortens travel time. On the way, try to 
run over as many Red soldiers as possible. Ignore the Flame Towers: They do as 
much damage to Red infantry as they do to your vehicles. 

Your aim is not to conquer the Red base, but to knock out the power supply. This 
isn’t difficult, because the Teslas are a weak defense against a fast attack. They take a 
long time to recharge, and usually a Coil doesn’t manage to destroy more than one 
Tank, if any, before cannon shells blow it apart. If you’ve wiped out the Red Ore 
Trucks, the Soviets will sell a Tesla after a few hits, which makes things easier still. 

I recommend you continue destroying the Red Power Plants until you’ve dis- 
abled the Teslas; this will take a few, because you’ll have destroyed some structures, 
giving the Reds a slight power surplus. In the meantime, you should have been send- 
ing any newly built vehicles to an assembly point not far from the fighting; with good 
organization, you should have four to six vehicles ready and waiting by the time your 
task force finishes off the last of the northwest Power Plants. I found I still had half a 
dozen serviceable vehicles from the original 20 or so; I suggest you take personal 
command of a couple of Tanks and, while other vehicles are destroying the Red 
Power Plants, use them to engage whatever Red forces are trying to intervene. You 
may lose the two Tanks, but you’ll destroy more Power Plants. 

Next, I recommend throwing your reinforcements (as well as all vehicles remain- 
ing from the first wave) on the Red Command Center compound, which contains the 
single Missile Silo. If you’ve moved fast, it’s more than possible that the Soviets 
haven’t gotten their atomic act together yet. Destroying the Missile Silo marks the 
turning point in this mission: You’ve won already. 

To maximize your score, destroy the remaining Red forces — and they are still 
considerable — while minimizing your own casualties. In my experience, the enemy 
troops in the southern Red base stay frozen throughout the destruction of the super- 
base in the northeast. They only snap into action when attacked directly. Work this to 
your advantage by launching a provocative attack with Light Tanks and withdrawing. 
Your Cruisers will massacre Red infantry (and there’s a lot of Red infantry) as it 
races after your Tanks — all the more so because the Reds have sown antipersonnel 
mines around, and these detonate when the naval guns hit them. 

Alternate Strategy 

I also have completed this mission successfully without building any ships. This 
alternative approach involves building a very strong air force, and sending the 
Apaches on a concerted strike against the northwest SAM Sites. Following that, it’s 
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up both Tesla Coils, the War Factory, the plundered Silos, and the Construction Yard. 
At this point, the Reds are likely to sell remaining structures and move their newly 
gained Rifle Infantry against Tanya. Quick reflexes are a must. 

Build up your base to full standard, quickly training two squads of AA Rocket 
Soldiers. Train the Medics later (you’re short on credits). Reconnoiter the perimeter 
with your T anks . There’s a Red village nearby, and that village contains a church, and 
that church. . .Just destroy it. 

Shelling Soviet architecture may bring a reaction in the shape of the first of many 
Tanks. Be prepared, and have all your vehicles ready. I’ve found that if I managed to 
keep the Soviets out of my base, I never got nuked throughout this mission — not 
even when my Tanks were hammering at the enemy Missile Silo. 

Expect the first of very many aerial attacks shortly, together with a Mammoth. 
Build extra Tanks and a Service Depot before the Tech Center. I highly recommend a 
second Refinery. 

The moment you’ve got a group of eight to 10 fully repaired Tanks, Light and 
Medium, it’s time to explore a little. Press north to uncover the whole area east of the 
lakes. Many Soviet probes will be coming through the ore fields near the map’s 
northern edge. I executed a quick raid on the Red vehicles parked around the Flame 
Tower guarding the double ford in the south. This met with a surprisingly meek reac - 
tion: Some Red infantry dribbled across the mud and died under my Tank tracks. 

Keep repairing vehicles when they drop below 60 percent Health. Build a couple 
of Helipads early on. Even a couple of Apaches can help contain the Red armored 
threat by softening up the Mammoths. These huge Tanks will start coming your way 
with increasing regularity. Make sure you have an armored combat group ready; the 
Iron Curtain can suddenly make each Mammoth invincible. If you intercept the Tank 
a good distance from your base, the Reds tend to use the Iron Curtain much too early; 
by the time the invulnerable Tank nears your base, the Curtain wears off. 

If you earned all the extra credits you could at the start, you’ll be in surprisingly 
good financial shape within a short period. Rich gem fields lie in the south, just a 
short drive away, and the north is one big ore field. As soon as you’ve got a good 
financial reserve, build a line of Ore Silos to the shore of the southern lake, build a 
Naval Yard, and start on a Destroyer. Sell the Silos, and start building Turrets and 
Pillboxes toward the northern lake. In no time you’ll have something on the lines of 
the Maginot Line. This will come in handy, because the Soviets are bound to get very 
upset about your Naval Yard. 

Build the Naval Yard in the northern lake, even as the first Mammoths roll 
toward your Pillboxes. Start with a Destroyer in both Yards, and then switch to 


1 28 Command & Conquer: Red Alert — Unauthorized Advanced Strategies 



Intelligence Report 

The Soviets have a predictably big army in the area. Expect numerous Mammoths, 
Heavy Tanks, and V2s to confront you. Your base is certain to be under almost con- 
stant aerial attack. In addition to Yaks, MIGs, and Hinds operating from tactical 
Airfields in Red bases, the Soviets will enjoy MIG support from beyond the battle- 
field. The Iron Curtain and nuclear weapons complete the awesome array of weapons 
they aim at you during this mission. 

Fortunately, the battlefield holds many advantages. The Reds must cross long, 
muddy fords and narrow land bridges that allow a lethal concentration of fire from 
your ships and ground forces. The most dangerous zone is the northern strip of the 
battlefield, where you can expect frequent raids by Heavy Tanks with infantry sup- 
port. These typically will target your Ore Trucks. 

Expect the Red base at the south edge of the battlefield to show little activity. 
Apart from isolated sorties by infantry and weak mixed combat groups — a Heavy 
Tank, V2 Launcher, and some infantry is a typical combination — the southern Red 
base is likely to adopt a very passive role. The main danger lies in Red attacks 
through the land bridge in the center. 

The only time the southern Soviet base is likely to do something is when you 
chronoshift a Cruiser to the western part of the southern lake, and destroy the Red 
Construction Yard. The Soviets are likely to sell all the buildings, and throw the 
resulting mass of infantry against your base. 

The northwest comer of the map features a very high concentration of Red 
Power Plants. SAM Sites defend them well, however. 

Again, this mission starts you with very few credits. You’ll be glad to know that 
the Red tmck you’ll see in the first enemy base can yield a credit crate, and a church 
in a village nearby hides another 2,000 credits. 

Recommended Strategy 


Deployment 

The moment reinforcements with the MCV arrive, direct them to the site of the for- 
mer Red (or, rather, Brown) base. Don’t even think about trying to capture any Red 
structures: The Soviets sell everything that remains the moment you set down the 
Construction Yard. The same thing happens when Tanya destroys one building too 
many, so keep an eye on her; she can deal with all the suddenly appearing Red 
infantry if you issue the right orders in time. 
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Before you place explosives on the last two Generators, you may 
want to merge Group North and Group South in the Flame Room, 
assemble all the Rifle Infantry you still have, and send them with 
Medics to the Mammoth Room. Get the Reds guarding the northern part 
of the room in a pincer movement. The corridor behind them contains a 
Dog. After that, it’s gravy — one Health Orb and three money crates. 

Place explosives on the two Generators in the Flame Room to end 
this mission. 


mission 1 4A: Russia 

(PRACTICALLY MOSCOW, THOUGH THERE'S NO 
KREMLIN IN SIGHT) 

Objective: Destroy everything and kill everyone that isn't Blue, even 
those who aren't actually wearing red. 

Difficulty Rating: Difficult (a little easy, considering it's the game's 
last mission) 

Starting Forces: Tanya, 2 Thieves 

Reinforcements: 3 Medium Tanks, 2 Light Tanks, 2 Rangers, 

1 Artillery, MCV 

Crates: 2 2,000-credit crates (one in the Red truck at the beginning of 
the mission, one in a church northwest of your starting point) 


Tactical Overview 

Here it is — the fight you’ve been spoiling for. The Soviets have three bases — pardon, 
the Soviets have a base and a super-base. The base is at the battlefield’s southern 
edge; the super-base occupies much of the northwest comer. Tanya will destroy the 
third base, in the southeast, almost completely. The site of this base is where you 
should start your own. 

A couple of large lakes lie between your position’s and the enemy’s. Building a 
line of Ore Silos to the southern lake and a line of Pillboxes and Turrets to the north 
one enables you to build Naval Yards in both. A small fleet of Cruisers and 
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em part of the room: Watch for Reds there. A Flame Tower blocks the 
way east from this room. So far, you’ve got three Generators. 

• Group North: Move east from the corridor leading to the Generator Room 
in the extreme north. There’s a console just a few steps away, as well as 
two Dogs. Shoot them, and send an Engineer to the console. The Flame 
Tower blocking Group South will blow up. 

• Group South: Move east along a short corridor leading to the “Flame 
Room.” (I call it that because it contains four Flame Towers.) When your 
guys reach the entrance, they reveal the whole room. Watch for a patrol — 
Grenadier, two Rifle Soldiers, Dog — that goes ’round and ’round the 
block in the center of the Flame Room. (The block contains cylinders with 
deadly gas that will be released 45 mi nutes from the start of the mission.) 
Shoot the Dog, then the Grenadier, then the Rifle Soldiers. This is the one 
occasion for which it makes sense to have saved that Health Orb a short 
way back. 

After shooting the patrol, run an Engineer to the console on the 
south wall of the “Gas Block.” Keep him clear of Flame Towers. Aim 
him for the southwest comer of the Gas Block, and then directly to the 
console. Don’t direct him step by step, or he’ll veer sideways and the 
Tower just east of the console will bum him. Be quick to withdraw the 
Engineer, or a Dog to the east may get him. 

The Console on the south wall of the Gas Block blows up the Flame 
Tower in the northwest comer of the Flame Room, opening access to 
another console. Send an Engineer; the Flame Tower just east of the Gas 
Block console will blow up. Reassemble Group South by the west wall 
of the Gas Block, and trickle them south, keeping clear of the Flame 
Tower to the west. Enter the corridor leading south; there’s a white con- 
sole on the west wall. Send an Engineer to activate a friendly Flame 
Tower in the room below; this room is full of V2s, oil drams, and enemy 
soldiers. Assemble Group South at the exit from the corridor. 

• Group North: While the Flame Tower in the “V2 Room” does its stuff, go 
east, passing just north of the Flame Room, and into what Til call the 
“Mammoth Room” (it’s full of these Tanks). It’s also full of Reds in its 
northern part, where a narrow corridor leading to the “Treasure Room” 
begins. Ignore them for now. Continue east, keeping to the south wall so 
the Reds in the north don’t spot your guys. Keep going east into another 
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Engineers, and reserve Rifle Infantry right behind. Later on, when Group South gets 
reinforcements, split it into three squads— the five rifles, the Medic/Engineers, and a 
second squad of five rifles. 

Don’t attempt to split Group North or Group South into smaller subgroups. 
Move one group, accomplish an objective, then let the Medic heal injuries while you 
move the other group. 

Consider leaving a Rifle Soldier or Engineer by a Health Orb, and activate the 
crate when appropriate. I kept all my men together, and used both crates on only one 
occasion when playing this mission. 

Strategy 

Because this mission is so difficult, I thought players would appreciate a more 
detailed walkthrough. To help clarify things, I’ve set down the guidelines as sets of 
orders for Group North and Group South. A slightly different order of doing things 
may work better for you; for instance, you may want to leave someone by those 
Health Orbs after all, or go about retrieving the crates in the Red Treasure Room ear- 
lier. I left it to last in the following account, because the crates in the Treasure Room 
are an extra option, not a victory condition. 

• Start with Group North. Arrange everyone into the foregoing formation; 
edge the Rifle Infantry forward carefully to uncover a Flame Tower, and 
move an Engineer to the nearby white console. The Flame Tower in front 
of your group will explode. Get the idea? 

• Group South: Arrange everyone in formation, putting everyone by the 
northern corridor wall. Advance carefully; the room beyond is full of 
Radar Jammers. The closest Jammer will drive into the corridor with your 
guys, and run over anyone standing by the south wall. Kill this Jammer; if 
you don’t, you’ll have to deal with others driving into the corridor. If you 
destroy the first one, they stay put. 

Move a single Rifle Soldier into the Jammer Room and either lure 
the nearest enemy rifle out, or shoot the drums (take care rifles 
always try to get in too close). Repeat with each of the other three 
groups of drums in the room; do the northern half first. Each explosion 
should kill an enemy soldier. Use only 100 percent fit Rifle Infantry for 
drum-shooting; they often get singed. Heal them immediately, sending 

out a fresh guy in the meantime. 
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MISSION 1 3A: RUSSIA 
(QUITE CLOSE TO MOSCOW) 

Objective: Get an Engineer to every Generator in a labyrinth featuring 
numerous malicious Reds and many Flame Towers (this involves getting 
an Engineer to every white computer console in the aforementioned 
labyrinth, as well) — all within 45 minutes. 

Difficulty Rating: Very Difficult (the toughest of all Red Alert missions) 
Starting Forces: Group North— 6 Rifle Infantry, 1 Medic, 2 Engineers; 
Group South — 7 Rifle Infantry, 1 Medic, 2 Engineers, 1 Spy 
Reinforcements: 3 Rifle Infantry in the south (upon placing explosives 
on a second Generator) 

Crates: 3 Health Orbs ( 1 in the path of Group North; 1 in the path of 
Group South; 1 in the Red Treasure Room — a stand-alone chamber in 
the northeast. Entering this chamber is not necessary to win the mission, 
but it can be worth it: In addition to the Health Orb, it contains 3 crates 
with 2,000 credits each.) 


Tactical Overview 

Accomplishing this mission without saves while it’s running is the ultimate Red Alert 
challenge. You must show expert knowledge of each unit’s characteristics — your own 
and the enemy’s. 

The key to winning this mission is understanding that a white Console controls 
each and every Flame Tower; the controlling console is elsewhere in the labyrinth — 
sometimes near, sometimes far. This necessitates working Group North and Group 
South in concert, one clearing the way for the other. 

The moment you place explosives on the last Generator, you’ve accomplished 

the mission. 

Intelligence Report 

The Reds have numerous infantry patrols and stationary guards in the building. The 
vast majority of the enemy infantry is armed with rifles, and a few with grenades; 
finally, there are a few Flamethrowers, but only one is likely to play a role. 

The facility also contains many vehicles. You’ll see Radar Jammers for the first 
time: They carry no weapons, but they can still squash your men! The Radar 
Jammers are the only vehicles with active crews; you’ll also encounter rooms full of 
Heavy Tanks, Mammoths, and V2s. 
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You need no permanent defensive structures in this mission, apart from an 
optional AA Gun on the path of approaching Red aircraft. Also, deploy the usual 
squad of Medic-assisted AA Rocket Soldiers. Your starting forces should be perfectly 
adequate for defending your base from a ground assault: Soviet attacks tend to be 
weak probes. 

After you’ve built up your base to full standard, extend a line of Silos to the 
rocky shore north, and build a Naval Yard. 

Strategy 

After landing, push north immediately. Set up the Construction Yard no farther south 
than the east- west-running road. Build up your base to full standard, while reconnoi- 
tering the perimeter. Your reconnaissance will stir up a Heavy Tank in both east and 
northwest: Plan your moves accordingly, and destroy both Red Tanks without letting 
them see your base. A small infantry probe may come at you from the east. 

In the northwest, take the road running directly north and follow it till it ends at a 
church. The church contains a crate worth 2,000 credits — a welcome development, 
because you have limited funds in this mission (5,000 starting credits). I went on to 
raze the Russian village, but this brought a tussle with an inquisitive Mammoth in addi- 
tion to the Heavy Tank. Both are easy to kill, if you employ all your available vehicles. 

After your base has all the usual buildings, plus an extra Refinery, build the A A 
Gun, if you want to (or train a squad of Rocket Soldiers), and then start work on the 
Tech Center. The Soviets are remarkably passive, and you should be able to complete 
the Center in peace. 

I suggest that your next construction project be a line of Silos stretching to the 
north coast. The lake or bay north of your base contains Red Subs, but its western 
part is cut off from the rest. That’s also the part closest to your base: Build your 
Naval Yard there. 

The Reds won’t like you moving north like that — it’s too close to their northwest 
base. They’re particularly sensitive to any units entering the long ridge running south 
to north along the western shore of the lake. Be prepared for an attack of up to four 
Mammoths, supported by a couple of Heavy Tanks, when your units enter that ridge. 
It helps to build the Naval Yard and a Cruiser first. 

Sell the Naval Yard when you’ve got your Cruiser. Then proceed to destroy most 
of the northwest Red base. The Cruiser’s range covers all the Red Power Plants, 
which lets you disable the Teslas. You can also destroy the Iron Curtain prototype 
with your ship. Continue to target your Cruiser’s guns on enemy units; otherwise, it 
will start choosing targets on its own. (One of the Teslas is close to the Tech Center 
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the Sonar Pulse (and learn the Subs’ locations). There are four more Submarines than 
in 11 A. 

The mission ends when the Allied fleet has sailed off into darkness. 


Mission 1 2A: Russia 
(Not Far From Moscow) 

Objective: Destroy the Iron Curtain prototype, and capture the 
Red Technology Centers. 

Difficulty Rating: Easy to Moderate 

Starting Forces: 2 Medium Tanks, 2 Light Tanks, 1 Artillery, I Ranger, 
2 Rocket Soldiers, 2 Rifle Infantry, 1 Spy, MCV 

Reinforcements: None 

Crates: 2,000-credit crate (in a church north of your starting point) 


Tactical Overview 

This is a surprisingly easy mission. It doesn’t look that way initially, there are two 
Soviet bases in the area — one northwest, one northeast of your starting point. 
However, only the northeastern base has the Reds single Refinery. 

Your starting point is at the bottom of a horseshoe-shaped land mass. The 
enclosed body of water north of your base features a Sub Pen in the east. 

Intelligence Report 

Enemy presence in the area is relatively weak. Although the Soviets have fielded 
numerous Heavy Tanks, most of them are assigned strictly to guard roles. The north- 
western base can put together a combat group of Mammoths to patrol the perimeter, 
however, the Reds are unlikely to deploy them against your base. 

The enemy seems generally shy about attacking. Turn this to your advantage. 
Remember, you don’t have to crush the Reds completely to accomplish your mission. 

The Soviets may use the Iron Curtain in combat for the first time. The invulnera- 
ble Mammoths you’ll see have a brownish color, as if they were wrapped in some- 
thing. If you pressure the Soviets from the start, they may have the opportunity to use 

the Iron Curtain only once, if at all. 
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Tactical Overview 

As was 1 1 A, this is a fairly straightforward mission with plenty of ore to finance your 
war effort. It’s almost a carbon copy of its twin mission: Even the map and Red base 
locations are similar. There are two Construction Yards — one on your shore, one on 
the other — and a fortified island with Tesla Coils and SAMs. A SAM-Power Plant 
complex lies on the eastern shore (the big change from 1 1 A). 

There are some differences that count, slightly. In Mission 11B the Reds use 
Parabombs, albeit rather ineffectually. They still have no Paratroops (but then, you 
don’t have the Gap Generator). 

Intelligence Report 

Enemy presence is fairly strong, but, again. Red forces suffer from a Crippling lack 
of initiative. You can do what you like with impunity if you have good combat skills; 
if not, just build a few extra Tanks. 

The Submarine hunt is the one area where things may be a little harder. No fewer 
than 18 Soviet Subs lie hidden in the waters. Infiltrating the enemy Sub Pen to obtain 
the Sonar Pulse is a good idea. 

Enemy forces and their deployment patterns are almost identical with llA’s. 
Expect the usual pair of romantic Mammoths by the river, and Mammoth-plus- 
infantry patrols that may stumble on your base. 

Interestingly, this mission features Power Plants of a brownish color: Could they 
have been built by Ukrainians? 

Recommended Strategy 

Deployment 

Deploy your first MCV and build up the base to full standard. You need stronger AA 
defenses because you don’t have the Gap Generator; train two squads of AA Rocket 
Soldiers. An AA Gun can help, too. 

Keep a small base defense force ready for probes from the north, and think twice 
before makin g preemptive strikes against menacing Soviet vehicles. Quite often, the 
enemy formations stop short of your base and do nothing hostile. 

Strategy 

Strategy for this mission is identical to that prescribed for 1 1 A. Refer to that mission 
for details. 

Overall, I’d suggest you adopt a less aggressive stance right at the start of this mis- 
sion. Don’t wipe out the coastal Mammoths until you’re good and ready. Use Apaches 
against enemy vehicles when possible; they won’t be followed back to your base. 
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Despite the fact that they have an operational air force, the Soviets make no use 
of their Spy Plane, Paratroops, or Parabombs in this mission. They do have a pair of 
MIGs coming in from beyond the map, and they have deployed 14 Submarines. 
Determine their whereabouts by infiltrating the Red Sub Pen with a Spy and using 
the Sonar Pulse. 

In addition to using the Sonar Pulse, you may also build Gap Generators for the 
first time. These consume a lot of power, but render the Soviet air force absolutely 
powerless, because there’s no Spy Plane. 

Recommended Strategy 

Deployment 

Deploy the first MCV immediately. Build up your base to full standard, and add a 
Tech Center plus six Helipads. 

No permanent defensive structures are necessary, apart from the Gap Generator. 
Nevertheless, train the usual squad of Medic-assisted AA Rocket Soldiers, and try to 
get the Red planes- — they greatly boost your score. 

Deploy your base defense force south of the small lake or pond to the north. 
Setting up your Artillery properly will take care of Red Flamethrowers while the 
armor deals with the Soviet vehicle(s). The Tanks you receive at the start of this mis- 
sion are all you really need, given that you can build Apaches. 

Strategy 

Go through the usual motions of setting up base and reconnoitering the perimeter. 
Wait until you have a Service Depot; a Mammoth patrol north of your base may or 
may not decide to take a closer look while you’re busy building. Artillery works just 
great on stationary Tanks. Remember that. 

To give the Reds something to think about and divert their attention, gather your 
Tanks and send them straight east. A couple of Mammoths sit there, contemplating 
the river waters. Destroy them, and squash the Flamethrowers likely to appear from 
the north. Return the Tanks to base, repair them, and deal with any feeble Soviet 
probes that may take place. 

Build the Tech Center (the GPS Satellite helps a lot), and then construct six 
Helipads. I suggest you direct your choppers to destroy the Construction Yard in the 
Red base on the other shore first. If you wait, the Reds will build SAM Sites there, 
and the whole operation will become more difficult. You must destroy the Red 
Construction Yards to ensure the enemy won’t build back any other structures you 
destroy (such as the six Teslas on the island). 

After destroying the Yard on the other shore, go for the one in the base north of 
yours, west of the river. SAMs protecting the Power Plants to the north may fire on 
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he stops in front of it the Flame Tower blows up, allowing everyone to walk on in 
a relaxed manner. 

Continue to the northwest console, and then do the one in the northeast. The oval 
roundabout south of the northeast console appears to be a magnet for trios of Reds; 
they seem to like going in circles, so don’t be surprised if they come back at you. 

To maximize your score, do your best not to lose anyone. Heal injuries instantly; 
that’s why you have the Medic. Also, try to destroy all enemy units. This is where 
you may find time a bit short; there simply won’t be enough to kill all the Tanks 
parked in the south. 

Whatever you do, your score won’t be very big, because Mission 10A ends with 
a real downer: Your score calculates the results of the second part only. What you 
accomplished out in the snow doesn’t count. 


Mission 1 1A: Neva River, Russia (North) 

Objective: Clear the way for the Allied navy. This doesn't mean 
messing about with Mammoths, as the mission briefing implies. Just get 
rid of enough Submarines and Tesla Coils so Allied ships make it off the 
battle map. Of course, the more you do, the better your score. 
Difficulty Rating: Moderate (the easier of the two Level 1 1 missions) 
Starting Forces: 3 Medium Tanks, 2 Light Tanks, 2 Artillery, 2 Rifle 
Infantry, 2 MCVs 

Reinforcements: None that are useful (the Allied fleet that enters the 
scene after two hours are up does a lot of damage, but you have no 
control over the ships; by then, everything's over anyway) 

Crates: None 


Tactical Overview 

No fewer than three bases and one powerful defense complex support enemy forces 
in the area. The small base at the battlefield’s northern edge is simply one big SAM 
battery with its own power supply. The base south of it is the most important (note 
that it has a Construction Yard). Finally, the Red base in the northeast is still in its 
infancy; it has little more than a Construction Yard and a Command Center in the 
early stages of this mission. 

The Red island fortress consists of three SAM Sites protecting six Tesla Coils. A 
Destroyer left just out of the Teslas’ range can destroy everything, bit by bit — pro- 
vided you’ve dealt with all the Submarines first! 
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of Heavy Tanks from east and north, but that’s the extent of Red reaction. You should 
spot Red Ore Trucks in the northwest part of the battlefield before very long. Send 
your Light Tanks on a quick raid far west and north to uncover another Red Ore 
Truck destination — a big ore field in the southeast part of the battlefield. 

This done, you can monitor enemy Ore Trucks and plan their destruction. By that 
time, you may be able to start building Helipads — four Apaches will help greatly to 
wipe out the Red Ore Truck fleet. Ambush the Red trucks one by one after softening 
them up with aerial strikes, and give the inevitable Red rescue force a bloody nose 
each time. I found that destroying the Red Ore Trucks is fairly easy, and quickly 
leads to “victory” — or the second part of the mission. If you maintain a quick pace, 
you’ll be able to kill the trucks before the Reds manage to build up an ore reserve: 
They can afford to rebuild the trucks only two or three times, and then they’re stuck. 
From that moment on, it’s just target practice. 

The Reds will counterattack in the meantime, of course, but these consist mostly 
of infantry running toward your base. Placing your Artillery properly (south of the 
river, close by the land bridge west of your base; behind the small round cliff in the 
center of the southern ore fields) will help you inflict big casualties and sustain none. 

I finish the first part of this mission by organizing all my vehicles into two 
groups: One sweeps toward the main Red base from the south, the other, from the 
southwest. The Red Tanks and V2s that are still operational tend to remain motion- 
less until you fire on them; I soften them up with Apaches, if time allows. 

I suggest you follow a similar course. Throw at least six Tanks at a Tesla, and you 
shouldn’t lose more than one — none, with an Artillery piece or two in tow. Demolish 
Red defenses systematically. You’ll gain nothing by hurrying; you must go through 
the second part of the mission whether you like it or not. 

As your units advance to within a few tiles of the Command Center compound, 
you learn you have an hour to capture it. Don’t even think about walking Spies or 
Engineers into the compound: It’s saturated with Antipersonnel Mines. Drive them 
up to the building in the comfort of an APC. 

Capturing the Command Center automatically starts the second part of the mission. 

You begin with your guys squeezed into a small room. Red rifles approach in 
droves. Let them come; do nothing. Watch your guys kill assorted Reds (including 
three Dogs — wait for the third one; it takes awhile), and then flex your mouse hand. 

The initial attack is over when a Technician in a white coat appears in a corridor 
to the east. Move out, starting with the Spies (they have the best spotting range). 
Keep the rifles close to the Spies in case you encounter more Dogs. The classic for- 
mation in special missions for the Allied side is to have the Spy advance on one side 


Launchers are left on guard in selected spots. When you see one, you’ll know the 
Soviet base isn’t far away. 

The Red air force has a couple of Hinds and the usual Yaks. MIGs may make an 
ineffectual appearance in the later part of this mission. A squad of AA Rocket 
Soldiers is an early priority. 

Expect enemy probes the moment you set up base. If you fight them aggressively 
and move quickly to seize the initiative, the first part of this mission (gaining control 
of the battlefield to the degree where you can easily capture the Command Center) 
can turn out to be rather easy. 





Strategy 

The strategy for this mission is almost identical with that for 9A. Build up your base 
to the point where you can create the following task force: two Medium Tanks; two 
Light Tanks; two Artillery, and an APC containing five Rocket Soldiers, a Spy, and a 
Ranger. Load everything and everyone aboard two Transports and send them north. 
Land them in the bay beyond the southwestern peninsula. 

Deploy the Rocket Soldiers quickly and shoot down the Hind that shows up. 
Then move off east, shooting the Dogs you encounter with the leading Ranger. The 
south entrance to the Red base features three Dogs — two on guard and one on patrol. 
Use the Ranger to kill the patrolling Dog at the same time as the arty fires on the two 
Dogs in the gate. Any of these events prod the sleeping Mammoths into action, and 
these Mammoths are more persistent than those in 9A. Sacrifice your Artillery, or use 
Light Tanks to lure the Mammoths away. 

Whichever you choose, slip your Spy inside and infiltrate the Command Center. 
Four new Dogs appear, and two of them take up position at the southern gate. Repeat 
the earlier maneuver with the Artillery (your second piece, if you sacrificed the first 
one). Run Kosygin out; have him board the Transport on the beach in the south. Get 
Kosygin back to your base, or lock him up in an APC somewhere safe, and pound the 
enemy with your Cruisers. Of course, this involves cleaning out the Submarines; the 
first Subs appear by your Naval Yard the moment you start making trouble on the 
Red shore. Sell the Yard, or — if you plan to stay for a longer fight — start building 
Gunboats the moment your Transports are ready for the upcoming antisub offensive. 
You can’t build new Cruisers, so you can’t afford to lose the two you have! 


Mission 1 OA: Ukraine 

Objective: Erase the Reds— hold on. Infiltrate a Spy first— hold on. 
When von Esling finally makes up his mind, it turns out you must 
embark on a " special " or "puzzle" mission, and get Engineers to 
deactivate five control centers. This involves running past an active 
Flame Tower and numerous Reds, both two- and four-legged. 
Difficulty Rating: Difficult 

Starting Forces: 4 Medium Tanks, 2 Light Tanks, MCV (first part of 
mission); 1 0 Rifle Infantry, I Medic, 3 Engineers, 2 Spies (second part 
of mission) 

Reinforcements: None 

Crates: 1 2,000-credit crate (inside the familiar Red truck) 



pound just east of the south entrance. Two will go to the south entrance. Just repeat 
the Artillery maneuver, and withdraw gracefully. 

While all this transpires, a couple of Soviet subs may have shown up to torpedo 
your Naval Yard. Sell the Yard instantly. Unload the Transports at double speed, and 
direct Kosygin to walk into your base. When he does, the mission ends. 

Alternatively, following the foregoing strategy, only don’t let Kosygin walk into 
your base, and build several Gunboats after the Transports. Use the Gunboats to clear 
enemy subs from the sea, and store Kosygin in a cool, dry place somewhere on the 
island while your Cruisers soften up the Reds. (They can do a lot of damage!) 
However, beware: The Reds drop their passive stance after a while. Expect them to 
land on your island, and so on. 


Mission 9B: Lithuania (South) 

(ACCORDING TO THE OBSTINATE VON ESUNG, RIGA) 

Objective: Get a spy into the Red Command Center, and bring Kosygin 
back to your base. 

Difficulty Rating: Moderate (the harder of the two Level 9 missions) 
Starting Forces: 2 Rifle Infantry, MCV 

Reinforcements: 2 Cruisers (upon infiltrating the Soviet Command Center) 
Crates: None 


Tactical Overview 

This mission is almost identical to 9A. You start on a small island to the south of a 
land mass containing the Soviet base. After putting together an appropriate task 
force, set out for the other shore, infiltrate the Command Center, and get Kosygin 
back to your base. 

As in 9A, you may elect to maximize your score by not letting Kosygin into your 
base, and using your two Cmisers to soften up Red defenses before a full-scale assault. 


Intelligence Report 

The enemy has amassed significant forces in their mainland base. Numerous Red 
Subs patrol the area. 

While not quite as passive as in 9A, the Reds continue to exhibit low intelligence 
and initiative. Quickly assembling your task force greatly increases your chances. 
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Tactical Overview 

This is a very straightforward mission. You must set up a base and get things going so 
you assemble the small combat group necessary to achieve mission objectives. The 
whole mission may be over in just 20 minutes, which may be a disappointment. 

You can maximize your score by delaying the end of this mission, and using your 
Cruisers to weaken Red defenses. Then, move in with a classic assault. 




98 Command & Conquer: Red Alert — Unauthorized Advanced Strategies 



Recommended Strategy 

Deployment 

You should immediately take care of pressing concerns in your base. No nearby ore 
fields are visible: Move Rifle Infantry south and west to provide a destination for the 
motionless Ore Truck. AA Guns usually take care of the Red Yaks, but some extra 
Rocket Soldiers don’t hurt, and you’ll need a Medic, as well. 

Base defense depends on your offensive actions. If you hunker down behind the 
walls, you may need extra Turrets and Pillboxes at both entrances. If you go on the 
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It may help to simply wall off the western base entrance by the beach. 

Strategy 

This mission pretends to be about defense. It isn’t. It’s all about offense. 

Your first actions, however, center on your base. You should immediately train a 
strong squad of AA Rocket Soldiers and a Medic, and sell that Radar Dome to 
improve power supply (don’t use the Health Orb yet). Promptly move the Rocket 
Soldiers to a position by the Tech Center, where they’ll shoot down a small bunch of 
Yaks that arrive shortly. Then move them to the Power Plant complex, in the flight 
path of approaching Badger bombers. 

Meanwhile, jump back to your mobile group when you can and arrange every- 
one in formation. Your Destroyers should keep moving east. They’ll discover and tar- 
get the enemy group (Heavy Tanks and V2s) with their rockets: Target the V2s. Then 
your armor should move in, firing at the enemy Tank s . Synchronize all the attacks 
nicely, and bring up Artillery to help. (It can, greatly.) 

Your goal during this firefight is to emerge without casualties, even though all 
your units may have health bars in the red. Build a War Factory and turn out a few 
Tanks as you lay mines (north and northeast of the base). A Naval Yard by the west- 
ern beach will enable you to repair damaged ships and build a couple more 
Destroyers, if necessary. 

At this point, you should be more than ready to attack. Gather about half-a-dozen 
Tanks (more is better, five is minimum) and go north, and then northwest. Attack the 
Tesla from the march, so to speak; Allied armor moves fast and you shouldn’t lose 
more than one unit. Destroy the Coil, the couple of defending Red units, and then the 
War Factory and the Construction Yard. Things will go easier if you continue build- 
ing Tanks at your base while your strike force moves north, and send reinforcements 
(I suggest two Mediums and two Lights) at the appropriate moment. Try to get the 
Airfields, and the two Refineries. 

The enemy seems totally off balance following a strike on the Red base. Red 
attacks won’t cease completely — enemy units come from beyond the map every cou- 
ple of minutes once only 20 minutes remain on the timer. However, compared to 
what you face if you don’t hit the Red base, the opposition is laughable. Heavy Tanks 
and V2s (two each) will land in the southwest, but probably just once; land attacks 
involve similar Tank/Launcher combinations. 

Throughout this mission, watch out for V2s sneaking onto the cliff south of 
your base. 
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The Reds assume you’ll concentrate on defense, and attacking them can pay 
unexpectedly large dividends. However, even if you erase Red presence completely, 
enemy units will continue arriving from beyond the map: The mission must run the 
scheduled 45 minutes. 

Intelligence Report 

Considerable enemy forces are massing to prevent the Chronosphere experiment 
from taking place. The Reds have set up a base in the area to support their offensive. 
Expect regular Red reinforcements from beyond the map, as well. These usually take 
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Power Plant and a Naval Yard. Train a strong squad of Rocket Soldiers at this stage, 
and a Medic. Deploy them in an AA role, or, in a pinch, against enemy vehicles. 

Go the usual War Factory-Service Depot route while you repair Gunboats and 
launch your first Destroyer. Then consider adding a Pillbox to the southwest, and 
another in the south, controlling the entrance. These help greatly in warding off Red 
assaults: The enemy tends to concentrate on them, saving many units’ skins. 

Add the remaining structures to your base (Radar Dome, AA Gun) as you start 
moving your fleet east. An enemy Sub lies east of your base, and others lurk farther 
on. The most lethal concentrations are in the northeastern comer and the southeast, 
near the Sub Pens — three Submarines in each location. 

However, your Navy shouldn’t venture that far just yet. Deploy your first 
Destroyer initially in the bay just east of your bay, where it can fire at approaching 
aircraft as well as on enemy units atop a very rich gem-and-ore field to the east. 

This ore field plays a cmcial role in the mission. The Reds build many Ore 
Tmcks, which quickly deplete nearby fields. The tmcks head next to the foregoing 
rich field. Letting them fill with gems again and again is the biggest mistake you can 
make. However, if you attack the Ore Tmcks with your ground forces, you risk a big 
battle with huge Red forces. 

My solution is to build Destroyers, and send them east into the bay between the 
gem field and the Red base. I park them at the shore, where they can reach almost 
every Red unit traveling south across the land, and leave them there, adding extra 
ships and withdrawing others for repairs as time goes on. The Destroyers slowly but 
surely eat away at enemy strength; any units that pass through the barrage are dam- 
aged, and if they pass repeatedly, as the Ore Trucks do, they end up being destroyed. 

In the meantime, the Reds will have been harassing your base, but given your 
competent leadership, they should be largely ineffective. The Paratroops that land in 
the southwestern ore field line up nicely for immediate squashing, and Gunboats 
(there are always a few nearby, either coming for repairs or leaving) can easily box in 
and destroy Transports attempting to make it to the western beach. 

Build up your force to the point where you have a half -dozen Medium Tanks, 
two or three Light Tanks, and a couple of Artillery pieces. Attach a squad or two of 
infantry, send this force down to gain control of the middle battleground, and capture 
the small Soviet base in the south. I suggest you fight the inevitable armored battle on 
the rich gem field before you tackle the small base: You’ll have less to defend, and 
more to defend yourself with when the Red counterattack comes — and it will, for the 
rich gem field is the Reds’ last hope for victory. 

Denied access to the gem field, the Reds don’t have credits to replace trucks lost 
to your Destroyers. They make an attempt at a stand — MIGs appear briefly — but 
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An ore field lies east of the small Red base, and farther east, a group of Red 
Advanced Power Plants. Destroying two of those with Artillery from the ridge to the 
west will put Tesla Coils out of action. 

The Sub Pens are in the southeastern comer of the battlefield. They’re well- 
defended by Teslas, and there are five of them. Only three are visible from land, and one 
can only be destroyed by a ship. This means you must get your navy all the way around. 

Intelligence Report 

Enemy presence is strong, and you’ll do well to concentrate on defense until you’ve 
found your feet. The Red Army has a large number of Heavy Tanks and V2 
Launchers, and about half-a-dozen Teslas deployed in defense. The Coils are very 
dangerous to ships: They can escape damage while crossing to the east only by sail- 
ing right against the north edge of the map. Further, there are numerous enemy Subs: 
This mission will test your prowess as a naval commander. 

Attacking the small base close to yours may bring a terrible Red counterattack 
from the main base. The best way to win this mission is to gain control of the sea 
north and east of your base, and then use the navy to bombard ground units without 
mercy. Reds are very bad at handling naval attacks — but take care and keep your 
ships out of Tesla range. 

Recommended Strategy 

Deployment 

Place your Construction Yard as far north as you can, fitting it into the tip of the 
peninsula. Space is very limited, at least until your Ore Tmck clears some to the east. 
However, that area is in danger from V2 Launchers firing from the ridge to the east. 

Concentrate on laying out your base so a single defense force can intervene 
quickly at all possible points of entry (the beaches on both sides of the peninsula, the 
ore field to the southwest, and the south). Pillboxes can help stem the Red tide. Don’t 
close off any approaches with Concrete Walls. You may have trouble getting to the 
enemy V2 Launchers in a hurry! 

Your base will also be under attack from the air. The flight path of the Soviet 
planes has them approaching along the shore from the east. You may want to build an 
AA Gun in the appropriate location; otherwise, deploy a squad of AA Rocket 
Soldiers with a Medic, and a protective squad of Rifle Infantry. 
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Heavy Tank guarding the northern end of the ford, and then start your base there. It’s 
just a short hop to the small Soviet base in the east. 

Because of this proximity, you may want to build a Pillbox/Turret combo to help 
contain the inevitable Red attacks. As in 6A, these are weak and tend to consist of 
single Tanks with infantry support. 

Your bases need AA protection. You should build an AA Gun at an appropriate 
location, and form a strong squad of AA Rocket Soldiers. 
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Enemy land lies across a short stretch of open water; near its shores, two Subs lurk in 
ambush. Use the tactics discussed in earlier chapters to eliminate all these threats. 

The Soviets usually start landing on your beaches around now, and you may have 
to withdraw your ships to help with defense. Whether or not that’s the case, continue 
exploring the sea as soon as you can spare a ship. Direct it southeast. A bay lies at the 
southern edge of the map; in that bay lies a particularly nasty Submarine. It defends a 
valuable prize — four Advanced Power Plants. The Gunboat can reach only three of 
those, but that’s enough to put Tesla Coils out of commission. 

The Tesla in question guards a bay midway up the enemy shore. Farther on, 
there’s a Submarine, and beyond that — the Red Construction Yard. Use Gunboats to 
destroy it and the Sub Pen; I actually captured it with an Engineer and sold it, but had 
my share of luck in so doing. Enemy forces in the area include two fairly active 
Mammoths that can make short work of your ships. However, three to four Gunboats 
can actually kill a Mammoth without losses if you handle it right. 

Other Submarines lurk in the northern part of the battlefield: You may as well 
clean them out at this stage. Meanwhile, the Reds repeatedly will have sent Yaks to 
strafe your Naval Yard, and may have attempted a landing or two, as well. Red activ- 
ity decreases markedly once you’ve destroyed the Construction Yard; if you keep the 
pressure up, it’s unlikely to surge. I tend to destroy as much as I can with my 
Gunboats next, while building three Transports and enough units for a base assault. I 
conduct a regular base assault, landing in the bay where the Red Construction Yard 
stood. Destroy the Ore Refinery first. Then, depending on how well the battle goes, I 
suggest you either go for final victory, or at least try to get the enemy War Factory 
and Barracks. Whether you attempt to infiltrate a Tech Center at this stage is up to 
you. It’s nice to accomplish an objective, but things do get very busy. 

Including Engineers in your assault force may help you finish the Reds off in a 
single big landing: Pillboxes built near the captured building can be a great help. I 
also built a new Barracks, although infantry’s of limited use, given the large number 
of Red Flame Towers. I use them to build my Spy, and send him into the Tech Center. 

Given Barracks on the other shore plus a Pillbox or two, it’s fairly easy to hold 
your own while you assemble another group of vehicles, or possibly repair the ones 
you withdrew. In my experience, the Reds usually break quickly when the second 
assault starts. 

Eliminate everything and everyone Red to complete this mission. 
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There are numerous enemy Submarines in the area. You’ll need a fleet of six to 
eight Gunboats to retain control of the battlefield and turn the fight in your favor. 
Enemy forces on the eastern land mass are quite strong, and include a number of 
Mammoth Tanks along with other vehicles. There are several active Dog patrols, but 
also two Tech Centers to choose from. 

Don’t let the Briefing fool you into believing you must steal the plans first, and 
destroy the Reds second. The Tech Center may be among the last Red buildings 
standing when Bond makes his run; it’s certainly less expensive to assault the Red 
shore only once. 

Enemy aircraft make a strong showing, repeatedly strafing your structures. The 
Naval Yard tends to be a favorite target. 
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Intelligence Report 

Enemy presence is weak. The base you’ll ultimately fight is smaller than in the other 

two missions, although it does have a single Tesla in the center (5B has no Teslas; 5A 
has two). 

Your starting forces, with reinforcements, aren’t much weaker than the Reds’. 

Target the enemy Ore Truck for quick victory: The Soviets are still building up, and 
have empty coffers. 


Recommended Strategy 


Deployment 

As in other Level 5 missions, don’t try to build within Red fencing constraints: 
Smash the fence. You need no permanent defensive structures of any sort. 

The ridges overlooking the southern approaches to your base are ideal for setting 
up Artillery and V2 Launchers. Place your armored combat group in the center. All 
Red moves are telegraphed well in advance. 


Strategy 

The third Level 5 mission has the least imaginative opening: You practically march 
your Spy right into the War Lactory, stopping when the Dogs do, and moving when 
they do. Keep north when closing in on the Red base. The Dogs your Spy follows 
will emerge again, and go south. 

Keep moving aggressively and direct Bond into the War Lactory even as two 
Dogs with a Rifle Soldier stop on its western side. 

This time, the prison’s in the southeast comer of the battlefield, and Tanya does- 
n’t blow it up (hint, hint). Do all the SAM Sites plus the infantry and Dog in the west 
end of the peninsula, saving the prison for last. If you blow it up at the start, a V2 
Launcher or two and a Heavy Tank arrive on the scene and hamper Tanya’s progress. 
You can still bring it off if you move fast enough, but it’s hairy. 

After the main forces arrive, get everyone into formation and assault the northern 
Red base from the east. Red defense is badly led, and you should win without losses, 
even though you must destroy Llame Towers and two or three Heavy Ta nks 

Build up your base to full standard while building Heavy Tanks and V2s. When 
your Service Bay is ready, repair all damaged vehicles, gather your forces, and 
ambush the Red Ore Truck (and all the Reds that follow). 

The Soviets seem to train more infantry in this mission than in the other Level 5 


missions. Often, a gaggle of idle soldiers will stand in front of the Red Barracks, 
making Yaks a potentially attractive choice. However, this mission usually ends too 


quickly to deploy a meaningful air force. It’s better to deal with masses of Red 



80 Command & Conquer: Red Alert — Unauthorized Advanced Strategies 

g- \ ' ~x " / f ^•/' y- y— V v ^ 

same time. Don’t attempt to shoot out the drums around the two Flame Towers on the 
little island between the prison and the mainland; it’s not worth the bother. Shoot 
everyone in range and send Tanya packing. 

After reinforcements arrive, set everyone up in an offensive formation and attack 
the base. Take out the Flame Towers from a distance, switching to Red Tank(s) when 
they intervene. Capture the Construction Yard, War Factory, Barracks, and the two 
Power Plants. Don’t bother with the Sub Pen; just shoot it to pieces. 

Build up your base to full standard and start building Fleavy Tanks the moment 
you take over the War Factory. By the time you get the Service Depot and can repair 
damaged vehicles, you should have a couple of Fleavy Tanks. 

When this mission starts, the Red Silos are totally empty (hint, hint). Take your 
newly repaired and enlarged armor group and ambush the Red Ore Truck, and then 
the Soviet vehicles and infantry that rush to its rescue. Repeat if necessary. 

The Reds have enough credits to rebuild the Ore Truck just once. Get it the sec- 
ond time, and it’s game over. It’s up to you how to kill the remaining, largely passive, 
Soviet units. I simply got everyone in attack formation and assaulted the base from 
the east. I suggest you include two or three V2s in your assault force. They’re good 
for dealing with the occasional infantry (and later with structures). Squash the sur- 
vivors of V2 rockets with Tanks. 


Mission 5C: Belarus (South) 

(ACCORDING TO THE GEOGRAPHICALLY CHALLENGED ESLING, 
SOMEWHERE NEAR GRODNO) 

Objective: As in the other Level 5 missions, infiltrate the War Factory, 
rescue Tanya, and then indulge in some Red-bashing. Don't forget to 
destroy everything, and kill everyone wearing red. 

Difficulty Rating: Easy (ties with 5B for easiest Level 5 mission) 

Starting Forces: 1 Spy 

Reinforcements: Tanya; then 5 Medium Tanks, 4 Rocket Soldiers, 1 Rifle 
Soldier; soon after— 2 Artillery, 2 Rangers, 3 Engineers, 2 Rifle Infantry. 
Crates: None 
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Mission 5B: Belarus (Center) 

(ACCORDING TO VON ESLING, SOMEWHERE NEAR GRODNO) 

Objective: Infiltrate the War Factory, free Tanya, and wipe out the Reds. 
Difficulty Rating: Easy (ties with 5C for easiest Level 5 mission) 

Starting Forces: I Spy 

Reinforcements: Tanya; then 2 Medium Tanks, 2 Light Tanks, 

1 Ranger, 2 Rocket Soldiers, 3 Rifle Infantry, 5 Engineers 
Crates: None 


Tactical Overview 

In this mission, you receive unexpected help from local civilians. Infiltrating the 
Factory is very easy, and so is Tanya’s blow-up party that follows. Although you have 
only 15 minutes for the first two stages, this is actually on the generous side. 

Your aim, as in other Level 5 missions, is to take over the northern base and use it 
as a springboard to erase the Reds. Access to the Red base is uncomplicated. 
Whoever seizes the ore field between the two bases is the victor. 

Intelligence Report 

Enemy presence in the area is relatively weak. Several Heavy Tanks and V2s form 
the core of Red base defenses, which consist only of an additional three Flame 
Towers along the western wall and another two on a little island. The two island 
Towers will prevent Tanya from staging a massacre inside the Red base; otherwise, 
they’re of no consequence. 

The Allied cause has many sympathizers among the local population. On making 
landfall, instruct the Spy to contact the local spiritual leaders, who oppose Red rule. 

As in 5 A, you’ll encounter the Soviet Tank/Missile Launcher combo for the first time. 

Recommended Strategy 

Deployment 

After taking over the Soviet base, eliminate the fencing around it. It gets in the way 
of buildings as you attempt to create a well-laid-out base, and serves no defensive 
purpose (the Reds are remarkably timid in this mission). 

Strategy 

Your Spy arrives from the south in this mission. After straightening out his togs, he 
should go to the church visible in the east. An obliging civilian will run out and shoot 
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Strategy 

Your Spy starts this mission in the northwest corner of the battlefield, where a 
Transport puts him ashore. Two Dogs and a squad of Rifle Infantry lie east; shortly, 
they walk away. Have your Spy follow at a safe distance. It’s important to move him 
promptly: He should start walking right after the Dogs do. 

Go southwest, keeping the Spy as far from the Dogs as possible They seem to 
have a spotting range of five tiles instead of the usual three. The Dogs stop in the 
southeast comer of the ore field; let your Spy wait on the ridge north. Eventually they 
trot off to the Red base’s west entrance. Move the Spy in concert, directing him to the 
southeast comer of the ore field, right by the river. You’ll see another pair of Dogs 
with a Rifle Soldier by the fence, to the north of your Spy. Both pairs of Dogs will 
move simultaneously: The Dogs you followed earlier will go west, and the ones by 
the fence will go east. Now mn James Bond north, into the base, and then north 
again, turning east when he’s almost level with the War Factory. Direct Mr. Bond to 
enter the factory and the Red truck parked in front will drive off. 

Follow the tmck’s movement very carefully. It exposes most of the map during 
its journey. Following the road that goes south, then west, then south again, the track 
ends up on a SAM-studded peninsula in the south. Bond sabotages the vehicle and 
sends it off to explode near the SAM Site. Direct him to enter the prison (the three- 
cornered building). Some slaps and shots later, Tanya will blow up the prison and 
emerge from the smoke, full of beans. 

What follows is an almost arcade-action sequence. After destroying the two 
southern SAM Sites, Tanya must shoot a platoon of assorted Red infantry and several 
slavering Attack Dogs. Have her mn south a bit instead of standing around reloading, 
and shoot the Dogs first. She should suffer no harm. 

Having dealt with the double column of Red infantry at the Red base’s south 
entrance, advance Tanya north. Shoot remaining Dogs and infantry first, and then 
start clearing the space. Get every building (except possibly the Kennel to the west — 

it’s uncomfortably close to the Flame Tower). Leave the Command Center for last 

the Power Plants have priority. The Heavy Tank guarding them will chase Tanya and 
fire at her, but it gives up quickly if she appears to retreat. 

Having destroyed all the buildings in this part of the base, get Tanya into the 
Chinook (what else?). 

This mission’s third stage opens with Transports hitting the shore exactly where 
your Spy did. Enemy infantry in the vicinity may make a halfhearted attempt to 

oppose the landing: Watch out for the Flamethrowers! Don’t fight them with infantry; 
just squish them with Tanks. 
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Tactical Overview 

This mission has three stages. Once you’ve freed Tanya, you’ll use her to destroy half 
the Soviet base. That done, you 11 take over a small Soviet base and demolish any 
remaining Red forces. Remember, there s a timer involved; You have 30 minutes to 
get Tanya out, which means loading her into the Chinook and waiting for it to fly 
away. In my experience, that gives you a safety margin of at least 10 minutes. 

Your first task is to successfully get your Spy past all the Attack Dogs. Then you 
should blow up all the buildings you can without risking Tanya’s life. Completing the 
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paradrops and Soviet probes from the southwest. If you lay mines on the southwest- 
ern approach, this second group can consist of just a handful of infantry supported by 
whatever vehicles you have waiting for repairs. You definitely need a Service Depot 
in this mission, as much to repair vehicles as to reload the Min e Layer. 

Strategy 

When this mission starts, you must instantly do several things at once — a foretaste of 
what things will be like in most later missions. 

First, immediately start building a Power Plant, and training the first of your 
Rocket Soldiers. While that’s going on, gather up all your infantry and Rangers and 
send them back to your base. (You may leave the three Rifle Soldiers guarding the 
southernmost of the three fords northwest of your base.) You’ll hear the wop-wop- 
wop of opening parachutes even as you set down the Power Plant: Red paratroops are 
descending north of your base. Some will attack your Ore Truck (let ’em); some will 
approach your base directly from the north. Sell the Power Plant blocking access to 
the northern road. In addition to opening up access, you’ll get a Rifle Soldier who, if 
you manage him well, can kill the two Reds on the road. 

Soviet infantry may try to attack through the northwestern ore field, and two 
Yaks may try to strafe the Refinery. By now, your Rocket Soldiers should be in posi- 
tion, and a couple of healthy Rangers should be guarding the ore field. Build extra 
Power Plants, War Factory, Service Depot, and possibly also the Radar Dome (it’s 
not strictly necessary in this mission, but does make things easier); at the same time, 
train a Medic, return all infantry to full health, build a couple of Light Tanks, and 
repair damaged Rangers. Busy? Yep, things will be busy for a while. 

In addition to the foregoing tasks, you should also send your Mine Layer off to 
do his stuff. The southernmost of the three fords in the north is one good spot. Lay 
mines on your side of the river; the stretch of ground north of the trees mar king the 
end of the southwestern ore field is another good place for a mine trap. Send a couple 
of healthy units on recon, and clear the Shroud so you can see all the approaches to 
your base. Be careful about sending them west of the river in the north, though, at 
least until you’ve set up an ambush. 

Once you’ve got all your vehicles in good repair, and have managed to assemble 
four Light Tanks, it’s time to go on the offensive. You shouldn’t have lost more than 
one or two Rangers during all the fighting that took place up to now. (If you did, it’s 
time to return to Chapter One, and read up on Ranger tactics.) 

Start by sending Light Tank probes (Rangers are too fragile, and slow to a crawl 
when crossing river fords) into enemy territory. Remember to include a probe from 
the south. By now, you should have uncovered the southern part of the battlefield. 
You’ll encounter Heavy Tanks and infantry: Get in a few licks and run away. The 
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Mission 4A: Silesia (Southern Poland) 

Objective: Destroy everything and everyone Red. 

Difficulty Rating: Moderate 
Starting Forces: 6 Rangers, 1 5 Rifle Infantry 
Reinforcements: 1 AT Mine Layer 
Crates: None 

Tactical Overview 

This is your first full-sized mission against the wicked Reds. You start with a prede- 
ployed base and sizable light forces, and finally get to build a War Factory. New 

goodies include the Mine Layer, which can be very helpful in defusing the Soviet 
threat to your base. 

This mission takes place on an interesting battlefield. There are no fewer than 
three points of entry into enemy-held territory in the battlefield’s northern part, all of 
them through muddy fords. The northernmost one offers the shortest route into the 
Red base, but all three are important in mounting your final assault. 

The southern part of the battlefield is a secondary stage. Some Soviet attacks 
may take place: Invariably, they try to approach through the ore field southwest of 

your base. Mining the short stretch of clear ground north of the trees at the ore field’s 
southern end is helpful. 

Intelligence Report 

You face a strong, but defense-oriented, enemy. The Soviet base is in the northwest- 
ern comer of the battlefield; a line of Flame Towers defends it, plus at least three 
Heavy Tanks plus infantry at any one time (usually, a half-dozen). 

Soviet offensive action tends to be limited to small-scale probes, typically fea- 
turing a Heavy Tank with two Grenadiers and a Rifle Soldier. They may mount a 
stronger assault by beefing up a combat group to three Heavy Tanks and around 
half-a-dozen infantry, and synchronizing its movement with a paradrop on your 
base. However, given a small but well-balanced base defense force, you should have 
no problems. 

The Soviets make meaningful use of their air power for the first time. Antiaircraft 
Rocket Soldiers are among your priorities (they can also help with Red Tanks), and so 
is a Medic (many of the Rifle Infantry you get at the start are wounded). 
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the job before the truck moves. Shoot the drums to the east as the truck passes by, get- 
ting both the vehicle and a nearby Red soldier. The bam where the truck was parked 
yields a Medic — get him to pick up the money crate the truck left, as Tanya marches 
east, then north. Order her to kill the Grenadier to the east and the two rifles approach- 
ing from the north; then blow the bridge to the north while the Medic joins up. 

Continue cast, shooting a Rifleman in the trees just behind the ford and another 
one later on. You’ll come to a church featuring two Red rifles and a green Ranger 
parked in front. Shoot the Reds and go north. You’ll have noticed Soviet execution 
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Recommended Strategy 

Deployment 

Your forces are predeployed in this mission. 

Strategy 

Move Tanya south in short hops: Enemy infantry will barge in from the southwest, 
and Tanya won’t stop and shoot on automatic. Take out the enemy Rifle Soldier 
guarding the visible Medic; get the Medic out, blow the drums, and advance south to 
see another Medic and an Engineer, south of the river. 

To free them, you must now go west, and then south. An enemy patrol may come 
along the shore, freshly discharged from a Soviet Transport. Lower south, you’ll see 
the Soviet Barracks and a Flame Tower. 

Use the Artillery to destroy the Flame Tower at long range, and Tanya to shoot 
inquisitive Red infantry. Get the Medic and the Engineer out, and blow those drams; 
then finish off the Barracks (you don’t want surprises). While the Artillery hammers the 
Construction Yard into red, use Tanya to blow up the prison (the three-cornered structure 
east of the Yard), pick up the money crate, and dispose of Soviet infantry to the east. 

Capture the Yard when it’s ready. Don’t waste credits repairing it. Build a Power 
Plant and Barracks while you dispose of the remaining Soviet structures. Train as 
many Grenadiers as you want (I make do with five), sell all the structures (you gain a 
small bunch of Rifle Infantry), and move off west, keeping to the south. You may feel 
tempted to explore a bit northeast and maybe blow drams visible just beyond the 
river. When I did that, a V2 rocket clobbered my Grenadier — but when I approached 
the second Soviet base along the southern edge of the map, and explored to the north 
later, I couldn’t see a Rocket Launcher anywhere. 

Kill infantry inside the Red base with Artillery and Tanya. (There’s bound to be a 
Dog or two among the attackers.) Then set about destroying the base. Watch for 
enemy troops streaming in from the north and northeast following each act of destruc- 
tion. I used Tanya for the northeastern guys, Artillery and Grenadiers for others. 

There are two bridges close to the eastern edge of the battlefield: Get them both; 
the easternmost bridge may go down when you hit the nearby oil drams. After you’ve 
wiped out the Red base, move directly north of it to get the remaining bridges. Lead 
with a Rifle Soldier on point in case a V2 lurks in the darkness. Once it fires, the rest 
of your guys will finish it off before it can reload. 

Clear the area north of the second Soviet base of any Red units, and blow the 
remaining two bridges to complete this mission. I found it a good idea to wait in 
ambush while the last Reds trudged wearily to their former base and into my guys’ 
guns; then I moved Tanya in to finish the job. 
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Soldier stands guard. Put together a second, stronger, group (two or three Rangers, two 
squads of infantry) and move southeast. Advance in order, and you shouldn’t incur any 
losses, even though you’ll have to deal with several enemy soldiers and Dogs. 

When you reach the enemy base, destroy it while keeping an eye out for the Ore 
Truck and enemy infantry from the west. Your southern group can assist if necessary. 
Use the Rangers to kill the Ore Truck, not infantry. 

After eliminating the opposition, move northwest to reveal the spot where the 
convoy will appear. When it does, and you’ve cleared the map including the area in 
the southwestern comer, there’s nothing you need to do. A Barbed- Wire Barrier in 
the southwest will force the tmcks to drive south and use a ford farther south, unless 
you splurge on a Rocket Soldier and blow it up. 


Mission 3A: Poland (North) 

Objective: Blow up all the bridges (specifically, fourj. You might also go 
beyond the call of duty and wipe out the Reds while you're at it. 

Difficulty Rating: Easy 
Starting Forces: Tanya, 1 Artillery 

Reinforcements: 2 Medics, 1 Engineer, and as many Soviet-style 
infantry as you want 

Crates: One 2,000-credit crate (upon destroying Soviet Prison) 


Tactical Overview 

To destroy the four bridges in the area, you’ll have to get Tanya through a Soviet 
base, right in front of the Barracks. Fortunately, in addition to the Artillery you can 
also muster a small army after taking over yet another, smaller Soviet base that you 
encounter earlier. 

Remember to use Medics to treat any wounded soldiers! 




62 Command & Conquer: Red Alert — Unauthorized Advanced Strategies 




Mission 2A: Silesia (Southern Poland) 

Objective: Clear the way for the convoy. (In essence, destroy 
everything and kill everyone wearing red.) 

Difficulty Rating: Very Easy 

Starting Forces: 5 Rifle Infantry, Medic, MCV 

Reinforcements: 1 Ranger, 3 Rifle Infantry (the moment you plonk 

down the Construction Yard, Power Plant, and then every so often until 

you have them coming out of your ears) 

Crates: None 


Tactical Overview 

You start this mission in the northeast; the trucks arrive in the northwest, and must 
exit in the southeastern comer of the map. Essentially, this mission involves uncover- 
ing the whole damn map and killing all the Reds you find. You’ll also have to destroy 
the Red base; if you’re not careful, the Red Ore Tmck will squash some of your guys. 
As with the previous mission, the manual covers this mission exhaustively. 

Intelligence Report 

Enemy presence is weak, but includes a number of Attack Dogs. These can be lethal 
to infantry on the march, so scout with your Rangers. 

A Soviet base sits astride the convoy’s route. You can approach it from the north- 
east (the shortest route), or from the south. This second route involves following the 
road south from your starting point/base, and then turning west. This maneuver is 
obligatory anyway; it’s part of the clear-the-road process. 

You’ll receive periodic reinforcements. Together with your starting forces, these 
are more than enough for this mission. 

This mission involves a time limit: You have 25 minutes to complete it — much 
more time than you need. 

Recommended Strategy 

Deployment 

Set up your base so the buildings don’t block the flow of reinforcements from the 
north — in other words, a little bit south of the starting point. 

Strategy 

This mission is intended as a tutorial, and it can be completed by even the more 
pathetic of gameplayers. Uncover the area around the base, keeping an eye out for 
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Tanks with a Light Tank; however, you’re unlikely to be given that luxury. Reel Alert 
is a real time game. 

Finally, a word about the Allied Navy. Gunboats make an appearance at Level 5, 
and from that moment onward Allied ships play an important role in almost every 
mission. Do not confuse Red Alert’s ships with regular seagoing vessels; think of 
them as floating gun batteries, to be deposited in a village pond if needed. The Allied 
Navy is the only strong card you can play against superior Soviet air power. It’s quite 
lucky that the computer does not use planes very well. 


Mission 1 A: Somewhere in the Snow 

Objective: Rescue Einstein. 

Difficulty Rating: Very Easy 

Starting Forces: 3 Rangers, 5 Rifle Infantry, Tanya 

Reinforcements: 2 Rangers 
Crates: None 


Tactical Overview 

This mission is exhaustively described in the game manual. It doesn’t take an 
Einstein to figure out that once you’ve blown up the Power Plants, you can do pretty 
much what you like. 

Intelligence Report 

Three Rifle Soldiers — one to the east, two to the south — guard the Tech Center, 
where the enemy holds Einstein. Shooting both Rifle Soldiers south of the Center 
triggers both Einstein’s release and the arrival of Allied Cruisers, which begin 
shelling the base from the south. 

Recommended Strategy 

Deployment 

Your forces are predeployed in this mission. 

Strategy 

The manual already tells you how to finish this mission, and it’s easy, anyway. Here’s 
a brief rundown of what to do to maximize your score: 
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have plenty of naval guns. V2s are lethal to both Gunboats and Destroyers; fortu- 
nately, moving your ship in time prevents hits, and the damage from near-misses is 
much smaller. 

You may have the opportunity to engage Allied ships with Soviet Gunboats, 
Destroyers, and Cruisers. Several missions feature the opportunity to capture a Naval 
Yard. (For details, refer to Chapter 4.) Theoretically, multiplayer games offer the pos- 
sibility of two or more Allied navies locked in battle. 

In my experience, a naval battle between surface ships is a bit of a crapshoot. 
Gunboats and Destroyers can come in for frightful punishment: They’re both rather 
fragile. Gun duels between Cruisers tend to be the most interesting, if a little tedious; 
the ships take a long time to reload, and move as if sailing in a sea of molasses. 

The navy’s greatest enemy is not another ship, but aircraft. When handled well, 
Submarines can be a threat, but the computer doesn’t handle them well, and humans 
are unlikely to deploy them when they have MIGs available. 

Some missions feature a sea of Submarines or Allied ships you must sink to 
complete the mission. The Gunboat is the only ship you can deploy actively against a 
Submarine; the Destroyer is far too slow. (See the section on Gunboat tactics.) 

A few Soviet missions feature free Submarines. Building new Subs is necessary 
in only one. (Again, consult Chapter 4 for details.) When you do have Subs, use them 
in concert with aircraft for optimum results. However, the computer navy is so 
incompetent that you can also sink ship after ship if you take the trouble to torpedo 
them at extreme range, and break off the attack before Gunboats can come close. In 
my experience, they don’t: They just sit there and sink, one by one. 

Aerial Combat 

Yes, that’s right. Red Alert actually offers the opportunity to shoot down aircraft 
with aircraft. 

It’s not quite as good as it sounds: You can only target enemy helicopters while 
they’re on the ground, and only Apaches and MIGs can execute a midair attack. What 
usually happens is that the targeted enemy chopper takes off as your planes/choppers 
draw near, and hovers over the Helipad. It’s a beautiful sight to see your rockets crash 
into it, in the air — MIGs are particularly fun to watch. 

I’ve also had an unpleasant shock on a couple of occasions when I targeted my 
Hinds on the computer’s Apaches. The Longbows took off when the Hinds got near, 
and — hovering over their Helipads— blew my choppers away with rockets! Consider 
yourself warned. . . 
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Aircraft are custom-made for attacks on the enemy base; the big decision is not 
whether to use them in that role, but how to minimize casualties when you do. Again, 
lightly armored buildings such as Barracks and Ore Refinery are highly vulnerable to 
all forms of air attacks: Send your Yaks or Hinds against them, and keep Apaches and 
MIGs for better-protected targets. Of course, if you have a priority, you have a prior- 
ity: Deploy all you have in that strike on the Refinery or the Construction Yard, if 
that’s what it takes to win. 

Tanks are the biggest disappointment in base assaults; while excellent at destroy- 
ing defending units, they do poorly against buildings in general. 

Managing Units in Combat 

Good leadership at the tactical level is essential to victory. However, this is where the 
computer player has an advantage over humans: It doesn’t need to do anything to 
move units. You do , and you’d better have a strong mouse finger. 

If you take the trouble to micromanage units in combat, you can score amazing 
victories over the computer. Of course, micromanagement is the only way to go 
when fighting friends in multiplayer mode. 

Task Forces and Combat Groups 

I find it’s best to divide your army into groups and design each to carry out certain 
tasks. You’ll see many ready-made examples of such groups when playing against the 
computer, particularly in mission mode, where things are better organized. The Soviet 
Heavy Tank/ V 2 is a good combination; so are Allied Medium and Light Tanks. I sug- 
gest you don’t try to emulate the computer-led Allies, who often send Artillery out 
without protection. Include Artillery in your task group by all means, but limit it to a 
maximum of three pieces well hidden behind armor. 

In my experience, 12 is the most vehicles and infantry squads you can manage 
successfully in battle. I usually go out with fewer, and park a backup/relief group in 
the background. After combat begins, I carefully monitor the my units’ Health levels, 
and pull them out when they start to smoke, soon after hitting yellow. I send them 
back to base for repairs, sending in fresh vehicles from the backup group as replace- 
ments. When the moment seems right, I throw the whole backup group in, as well. 

Occasionally, the situation can get out of control: Your Tanks are firing at surviv- 
ing enemy crew members rather than other vehicles, for instance, and the controls are 
difficult (it happens even on good machines, when you’ve got a ton of units moving, 
firing, and dying). A good solution is to select all your units by dragging a frame over 
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the computer’s SAM Sites and Flame Towers are functional long after they should 
have died. 

Choose the weapons you want to use in a base strike according to the situation. 
Air strikes are a favorite in multiplayer games, perhaps because they involve less 
work moving units. They can also be frightfully expensive if you lose aircraft: A dis- 
astrous air strike can lose you the game. I suggest you carefully weigh all the pros 
and cons before sending in your planes! 

Nuclear strikes supported by an aerial/ground attack are excellent. An nuclear mis- 
sile can’t destroy more than one or two healthy buildings, but it will leave a lot of them 
in the red. Timing it with another attack can cripple your opponent. 

Humans are quick to restore lost power, so attacking Power Plants is only truly 
effective as part of a larger assault. In my experience, it’s best to target whatever can 
be destroyed at minimum risk, and concentrate on getting in and out with minimum 
losses while inflicting maximum damage. There’s no loss a human player can’t 
quickly make good if only the credits are there. 

When playing Allies in a multiplayer game, don’t neglect the opportunities the 
Allied navy offers. In my experience, it’s good to begin by building several 
Destroyers, because humans are quick to deploy aircraft against ships. However, it 
takes a couple of Cruisers to make the whole Naval Yard adventure truly worthwhile. 
It may turn out to be very well worth the trouble: Cruisers can do a lot of damage 
from a great distance, so a naval strike may be very successful. It all depends on how 
strong the enemy air force is, whether there’s an enemy navy, and whether you can 
get your units in and out. Prolonging a base strike beyond a certain point always 
brings heavy losses. Always set the objectives clearly in your mind, and withdraw 
after achieving them. Of course, you may also opt for a suicide attack, but even a sin- 
gle salvaged Tank saves you credits. 

Given the risks inherent in attacking the enemy base, a successful attack on an 
Ore Truck may often make more economic sense in multiplayer games. 

Base Assaults 

Base assaults differ considerably in single- and multiplayer games. 

Single-player base assaults are best preceded by base strikes to cut the power 
supply and/or neutralize base defenses. Humans are quicker to repair damage, so its 
best to synchronize all attacks closely. 

All base assaults involve strong ground forces. First gain control of the battlefield, 
at least to where you can assemble your guys in a staging area near the enemy base. 
Split your assault force into task forces with specific objectives. Typically, one group 
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Keep exploring the territory and initiating small-scale brawls while building up 
your backup/relief force. In multiplayer games, you should add at least one aircraft to 
your arsenal as soon as possible, and use it to support the probings of your combat 
patrol. Your opponent may also deploy an aircraft or two against your guys in the 
field, but as long as you keep them on the move, they should still be able to explore 
quite a bit before having to return for repairs. 

Your explorations have one goal: Find your enemy’s weakest spot, and hit 
there. You must keep your eyes open, and watch for unexpected opportunities. 
These occur frequently in single-player games and multiplayer skirmishes: You 
may come across an almost empty, undefended base, ripe for takeover. Failing that, 
you may discover a weak spot in enemy base defenses, allowing a quick but highly 
destructive raid; at the least, you’ll spot the enemy Ore Truck, and get an idea of its 
route. 

First Battle 

Your scouting and exploring invariably involves fighting that can evolve into a full- 
scale rumble if your patrol is pursued, and the backup/relief force gets involved. If 
you’re lucky, this first serious fight can immediately put you in a winning situation. 
It’s most likely to occur in multiplayer games. 

That is rare, however, and the usual next step is attacking the weak spot your 
scouting and spying uncovered. If there are numerous enemy units in the field, recon- 
sider your target: Clearing the field first is a good idea. Assemble a respectable strike 
force — four to five Allied Tanks, or three Heavy Tanks — and send it out, keeping a 
second, smaller relief/backup force handy. 

Attack enemy groups one by one and destroy them; if they’re stronger, and 
you’re fighting the computer, plan an ambush. Humans won’t fall for ambushes at 
this stage. They’ll have explored the map too. When facing a strong group com- 
manded by a human, do the wise thing: Send in reinforcements without jeopardizing 
base defense. This is usually the right moment to build fortifications in multiplayer 
games; you can replace a small group with a Pillbox. A Tesla will also free up some 
units for offensive action. 

Hunting Ore Trucks 

If the field is relatively clear, and the enemy base appears to have no weak spots you 
can exploit, go after enemy Ore Trucks. They aren’t easy to kill, but they’re fright- 
fully expensive, and building one precludes building other vehicles. 
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you have the Tech Center, consider training a couple of Flamethrowers to replace the 
Rifle Soldiers. Flamethrowers are very good against Allied infantry! 

The foregoing base defense forces are enough to see you through until your war 
machine gathers steam. 

Managing the Economy 

Red Alert ’ s economy is extremely similar to the original C&C’s. You gather ore and 
gems instead of tiberium; unlike tiberium, Red Alert’s minerals don’t injure infantry. 

Gems have twice the value of ore; a truck full of gems delivers 1,400 credits, a 
Truck full of ore, 700. It’s worth noting most battlefields contain small but rich areas 
studded with gems. Locating your Ore Refinery next to such a patch gives you a 
decided boost right when you need it, at the very start. However, don’t sacrifice pre- 
cious time at the beginning of a mission wandering to and fro with your MCV, look- 
ing for gem fields. 

It’s a good idea to have two Trucks servicing a Refinery; more only get in each 
other’s way. Consider building a second Refinery in later missions and in big multi- 
player games; it costs only 600 credits more than an Ore Truck, and provides storage 
space for 2,000 credits. It’s a little risky to build a second Refinery early in a game; 
usually several other structures await construction, too. 

The secret of a healthy economy does not lie in collecting ore, however. It lies in 
not wasting credits, and this in turn depends on good unit management — in other 
words, minimizing casualties. Investing in two Service Depots and repairing dam- 
aged units promptly saves a lot of cash, and helps you build a big army in record 
time. I’ve found again and again that a single Refinery with two Ore Trucks handles 
all my needs even in big multiplayer games, as long as I didn’t throw units away on 
the battlefield, or waste credits on unimportant structures. 

Ensuring Good Power Supply 

Structures need power, and Power Plants supply it. There are two models: The 
Advanced is 50 percent bigger and provides 66 percent more power than the regular 
Power Plant. It’s also noticeably tougher: That is, it’s fragile instead of very fragile. 

Throughout the game, the rule is to have one Power Plant (or better yet one 
Advanced Power Plant) more than you need at any given time. Power Plants are very 
vulnerable structures, and the consequences of a power cut are always bad, even 
when there’s no threat to your base. After a time, all the buildings become damaged, 
and you must spend credits on repairs. This qualifies as self-inflicted damage — 
always something to avoid. 
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The other negatives to consider are the expense and the construction time. If you 
have 2,000 credits plus time to spend, an extra Ore Refinery may serve you better 
than two Turrets supported by two Pillboxes. Don’t let me stop you from building 
defensive structures that are really necessary; just don’t go overboard. You need little 
more than a symbolic Pillbox or Tesla in single-player mode, and you should guard 
against spending too much on permanent defenses when fighting human opponents. 
Otherwise, you may find yourself hunkered down in an impregnable fortress, afraid 
to stick your nose out should you have a feeble mobile force. 

Building a Base Defense Force 

Building a base defense force is a process that differs for Soviets and Allies; the num- 
ber of players involved adds more differences. Multiplayer games stress early recon- 
naissance: In practice, this boils down to building extra infantry early on, until a War 
Factory is ready. This is assuming you start the game with a minimal number of 
units; if you set the number of starting units at three or more, you don’t need to build 
any for reconnaissance. 

Single-player games often give you a strong starting force with reinforcements 
arriving either at set intervals, or upon reaching a milestone of some kind, whether 
it’s building an Ore Refinery or advancing to a certain point on the battlefield. Refer 
to chapters 3 and 4 for details, and don’t go crazy producing new units when you get 
plenty free of charge! 

On the Allied side, the first step is usually to train a squad of AA Rocket Infantry 
and a Medic. For base defense purposes, this team combines the benefits of a long- 
range, extra-powerful AA Gun with those afforded by a couple of Turrets, all in the 
same package. You should also train a few small (two- to three-strong) squads of 
Rifle Infantry to protect the Rocket Soldiers from parachuting pilots, and to act as 
emergency reserves in tight situations. I’ve turned many a battle around by having a 
couple of rifles step in and machine-gun an enemy vehicle at a crucial moment! 

Your next purchase should be a Light Tank or a Ranger, for reconnaissance pur- 
poses. The Light Tank has a limited spotting range, but it’s much tougher than the 
fragile Ranger. The Ranger can spot enemies four tiles away, but it’s expensive, and 
slows to a crawl in difficult terrain. Trying to retreat in a hurry across a muddy ford is 
like pulling teeth. 

Make a couple of recon vehicles of your choice before turning to build the base 
defense force proper. I tend to start off with another pair of Light Tanks (some single- 
player missions are exceptions, such as Allied 14). Then I turn out two to four 
Medium Tanks (depending on the situation), a couple of Artillery pieces, and an 
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The Allied lineup includes the AA Gun, Pillbox, Camo Pillbox, and Turret. The 
AA Gun works best in combination with AA Rocket Infantry. It’s not powerful 
enough to survive on its own unless you build antiaircraft nests with more than one 
gun, and its range isn’t great, either. I recommend you build one near endangered 
structures, placing it in the path of approaching aircraft. However, always support it 
with AA Rocket Soldiers: They do more damage to aircraft, and have a longer range. 

The two types of Allied Pillboxes differ in a couple of important respects. The 
Camo Pillbox has better armor, is hard to spot and, most importantly, does not show 
up on the radar map. It’s best suited to multiplayer games (computer opponents 
always know where it is!). The plain Pillbox can be useful in single-player games, 
and often works well as a distraction in multiplayer battles: Building one increases 
the chance your human enemy won’t notice the Camo Pillbox hidden nearby. My 
suggestion: Build Camo Pillboxes in multiplayer games, and plain ones in single- 
player (which includes the Multiplayer Skirmish). However, don’t build too many of 
either. It’s Command & Conquer, not Command & Defend, remember? 

In my experience, Turrets are much less useful than they used to be. Both electronic 
and human enemies target them quickly, and can take them out easily. Given their high 
cost and demanding power requirements, it simply makes no sense to build more than a 
symbolic single Turret in the vast majority of single-player games. It works like honey 
does on flies: You’ll have a constant stream of V2s trying to knock it out, inevitably 
resulting in many quick kills for your Tanks and aircraft. In later missions, a favorite 
computer tactic is to move a Mammoth forward to engage the Turret, and then sneak in 
with a V2 and finish it off with a single rocket. 

The only mission in which a system of Turrets and Pillboxes can be truly useful is the 
Allied Mission 14, where the Soviets send wave after wave of attacks across a land bridge. 
(See Chapter 3 for details.) 

Both Turrets and Pillboxes become much more useful in multiplayer games, 
though, yet again, a Turret is nowhere as good an investment as a Camo Pillbox. I 
build a couple if things don’t look good, and I’m facing a stronger enemy equipped 
with a lot of Soviet Tanks. Turrets can’t do much unless there are at least four of 
them, protected from infantry by Pillboxes, and that means a lot of credits and con- 
struction time. In my opinion, you can better spend both the money and the time. 

The Soviet lineup consists of the SAM Site, Flame Tower, and Tesla Coil. The 
SAM Site is a better antiaircraft weapon than the AA Gun — it has greater range, and 
is more resistant to damage. On the minus side, it doesn’t fire as often. 
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rently need. In some missions, and in most multiplayer games, it’s a good policy to 
build two more Plants than you need. They’re not expensive, and they’re practically 

free of charge when you compare their cost to the consequences of an inopportune 
power failure. 

In many games, even two Gap Generators won’t cover your base; it just gets too 
damn big. Consider deploying Mobile Gap Generators in selected spots to extend 
your black umbrella over all your structures. Don’t forget that your base defense 
force needs protection too, and it’s good practice to park it just outside your base. 

Beyond the Basics: The Soviets 

Soviet base development is much easier. Your choice is clear: Build Airfields. Build 
lots of Airfields. Air power is the Red trump card, the ace up the Soviet sleeve. 

Airfields take up a lot of space, and, unlike Helipads, you must protect them. An 
airplane that has no Airfield to land on is lost. My solution is a somewhat feeble com- 
promise: I build Airfields in exposed locations when there’s no space available, but 
make sure I’ve got one or two more than needed. 

In addition to Airfields, the Soviets also can build Helipads for the Hind 
Helicopters. Whether you build any or many is up to you. I found that one Hind is 
useful for sniping at selected targets from the air, but that more than one rarely make 
sense. Three Yaks (the cost of two Hinds) work much better at attacking groups of 
AA Rocket Infantry (the Hind takes forever to take aim, and can end up being shot 

down). If you like Hinds more than I do, read the foregoing Allied section for tips on 
placing Helipads. 

The Soviet Tech Center necessary in both single- and multiplayer games, but not 
as urgent a priority as the Allied Center. Its destruction also doesn’t have the dramatic 
consequences it does for the Allies; you’ll temporarily be unable to produce 
Mammoths, Flamethrower infantry, or gravel-voiced Tanyas, hardly crippling losses. 
If you feel insecure about placing it on the fringes of your base, put a wall around it. I 
never do, and I’ve lost it maybe twice in countless single- and multiplayer games. 

The Sub Pen is obligatory in some single-player missions, mainly when you 
need to build a Transport to meet mission objectives. You rarely need to build 
Submarines, given a few at the start of the missions that require a naval presence. Air 
power takes care of Allied shipping, when required. There’s no use for the Sub Pen in 
a multiplayer game. You want to get someone somewhere? Get a Chinook. 

Finally, a very Red structure— the Kennel. You don’t really need to build a single 
Kennel throughout the Soviet campaign; the computer opponent doesn’t try to infiltrate 
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A base built to full standard provides all the basic means of waging an effective 

land war. The following sections cover base-building options for Allies and Soviets 
respectively. 

Beyond the Basics: The Allies 

After you’ve built up your base to full standard, you’ll automatically build the Tech 
Center. The GPS Satellite is one of the biggest Allied assets. Following that, you 
must make a conscious decision regarding further development. The next building 
choice depends on your strategy. For offensive purposes, you’ll create either an air 
force (Helipads, extra Service Depot), or a navy (Naval Yard). These choices com- 
pete with a course that’s often the wise way to go in multiplayer games — an invest- 
ment in Power Plants and Gap Generators. 

The Gap Generator is probably your single most beneficial structure when you 
play against a human opponent. By the time it’s available, your opponent will likely 
have found out where your base is, and often the location of its buildings; however, 
the Gap Generator makes it very hard for your enemy to target aircraft (or nuclear 
missiles) onto sensitive structures. Given the Spy Plane’s disposition to always 
approach its target from the same direction, it’s possible to neutralize this threat by 
placing AA weapons in its flight path. Unfortunately, you can only build the Gap 
Generator in a couple of Allied missions; when you do, the computer-led Reds will 
continue to strike only at buildings they spotted prior to the Gap Generator’s exis- 
tence. They never target those you build after the Generator— unless an edge sticks 
out under the Shroud! 

The Naval Yard is a must in those Allied missions in which it’s available; the navy 
is the Allies’ answer to Soviet air power. The computer knows how to deploy 
Submarines against Allied naval units, but finds it difficult to use ground forces against 
ships effectively. Occasionally, a V2 will fire a rocket into your ship, and sometimes a 
Tank by the shore will wake up; equally often, neither happens. The computer oppo- 
nent almost never deploys aircraft against ships, too — a grave mistake. 

Human players aren’t likely to commit the same mistake, because aircraft — 
especially Soviet MIGs — work very well against ships. Given that only Destroyers 
have antiaircraft capability, and the limitations of multiplayer maps, the Naval Yard is 
usually not an attractive choice when fighting fellow humans. However, some maps 
(Raraku comes to mind) allow a Cruiser to reach practically any point on the battle- 
field with its guns. If you happen to be fighting on a similar map, a Naval Yard may 
be very useful. 

The Apache Longbow is the only aircraft available on the Allied side. A close 
cousin of C&C’s Orca, the Longbow is a nice addition in single-player mode, and an 
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• Good traffic flow is more important than compact layout. Do not squeeze 
buildings together when you can spread them out. This doesn’t mean you 
should neglect security considerations when placing buildings. Just make 
sure you can get a unit to any point within your base with minimum fuss. 

• Plan for the future — leave vacant sites for important late additions to your 
base. For instance, Technology Centers are both fragile and important, 
and they don’t become available until you’ve built a few other structures. 
After you build a Tech Center, you may want to place a SAM Site or AA 
Gun next to it: Plan for that. Apply the same thinking to other stmctures. 

• The threat to your base is greater in multiplayer games. Computer oppo- 
nents tend to target the same structures again and again, and choose their 
initial targets unwisely. Human opponents usually know where to hit you 
so it will hurt; any considerations that add to base security assume extra 
importance. 

The Full Standard Base 

Single-player mode restricts you to a certain Tech level that increases as you progress 
through the campaign. (Tech levels and their meaning are described exhaustively in 
the game’s Read Me file.) This is because the missions are arranged in a learning 
curve. The number of available base structures increases with your Tech level. 
However, you’ll quickly see that a certain set of base structures is standard for almost 
all the missions that involve building a base, and certainly very necessary if you want 
to win. I refer to this set of structures as “full base standard” throughout this book. In 
addition to such obvious structures as the Construction Yard and a sufficient number 
of Power Plants, a base built up to full standard contains the following: 

• Ore Refinery. In single-player missions where you receive a respectable 
starting force, this is a higher priority than the Barracks. Computer play- 
ers excel at building up their economies quickly; you’ll often see multiple 
Ore Refineries in their bases, with several trucks working out of each. In 
most single-player missions, a single Ore Refinery is sufficient; some later 
missions are definitely easier if you build two, and it makes sense to build 
an extra Ore Truck for every Refinery you have. More trucks per Refinery 
are only justified if the nearest ore field is a long way off — something that 
tends to happen toward the end of a game, when you’ve exhausted nearby 
ore fields. Multiplayer games place extra emphasis on economy: Two Ore 
Refineries are definitely a good idea. However, always build Barracks 
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guys can slaughter him. Sometimes his friends will follow — like lambs to slaughter. 

If there are too many, run away. There’s a strong probability some of them will get 
discouraged and turn back. 

Occasionally, you’ll encounter groups of soldiers you can’t provoke; you must 
attack them where they are. Again, there’s a strong chance you can pick them off one 
by one. If you can t, things may get difficult. I find concentrating all your firepower 
on one opponent is counterproductive — more than three attackers tend to get in each 
other s way. I usually attack with a small squad, withdraw after eliminating a single 
soldier, and attack the next enemy with another small squad of healthy guys; if there 
are only two or three enemy soldiers, I move in with two squads at the same time, tar- 
geting two enemies simultaneously, and then send the healthiest guys against the 
lone holdout. 

When playing the Allies in special missions, I always make sure the Medic does 
his stuff promptly. When time is tight, I form a squad of healthy soldiers and put it in 
the lead, the Medic in the middle, and the wounded guys in the rear; they get healed 
one by one on consecutive stops — and there are many, because you must move in 
short hops. Your guys are extra- vulnerable when advancing: They won’t return 
enemy fire until they reach their destination. 

Special missions consist, basically, of unit management. While you must show 

expert knowledge of each unit’s abilities, many of the game’s broader aspects are 
conspicuously absent. 

Building Power 

Most Red Alert missions involve building a base. This means that in addition to lead- 
ing your forces in combat, you must attend to a lot of administrative tasks. The 
broader the mission, the bigger the base (often you have more than one), and the 
greater the number of administrative concerns. “Administrative” is a big term. To put 
it simply, a lot of time is spent moving units between certain locations within your 

base. If your base is badly laid out, that can become a dreadful chore and possibly 
even lead to defeat. 

Starting Your Base 

As a rule, you should always start your base right away. Some single-player missions 
are exceptions; consult the relevant mission descriptions for details. In all other 
cases, the starting location of the MCV is pretty close to optimum, thanks to the 
game designers. They’ve also made sure there are always good ore fields nearby. The 
time you might spend fretting about the site is better spent building up your base. 
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about whom to attack, and when. Also, computer opponents tend to dribble their 
forces away in a series of furious battles that lead nowhere, and have no strategic 
aims to start with. Don’t expect your human opponent to behave the same way, 
unless you play a dyslexic moron. Needless to say, this is unlikely. 

Skirmish mode does teach you one thing in addition to handlin g sophisticated 
weaponry: It strongly stresses correct economy management. The computer players 
go after ore like there s no tomorrow, and so the ore runs out quickly. Unfortunately, 
this makes games with a high number of computer opponents rather easy to win: All 
you have to do is shy away from big fights, build some rudimentary defenses, and 
build up your force while the computer-led armies slaughter each other with wild 
abandon* Things get more difficult if you choose a large map with a limited number 
of computer opponents say, four. You’ll need to build strong base defenses, and 
lead your army with skill and aplomb if you’re to succeed. 

Note that commando and Thief raids on computer-owned bases are rarely feasi- 
ble in Skirmish mode; the AI tends to sprinkle Flame Towers and Pillboxes through- 
out the base, and the Ore Silos are almost invariably empty. 

True Multiplayer Games 

Red Alert allows players to include computer opponents in their duels, for up to eight 
players, human and electronic. 

Adding computer players to your game can make it more interesting; although 
the electronic players pose no real danger, there is the possibility of capturing a base, 
and perhaps outfitting one’s arsenal with weapons from both sides. However, the 
mixed multiplayer game can also be a deadly bore: If everyone allies with the com- 
puter players (generally, a wise thing to do— humans are much more deadly), they’ll 
just fight among themselves, wiping each other out. There are some interesting situa- 
tions, as when you and a human rival compete for the same Service Depot owned by 
a computer ally — but on the whole, I’d say the most exciting battles take place when 
there’s just you and friends. 

I discuss strategies for winning against human opponents later on in this chapter. 

Note that you can turn a game into the multiplayer equivalent of a special mis- 
sion by not allowing base-building. However, there seems to be a consensus among 
players that base-building games are much more fun. After all, they involve mak ing 
and spending money. . . 
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Playing to Win 

The name of the game, or at least part of the name, is Command & Conquer. That’s 
your first and most important tip on how to win at this game. It’s name is not Collect 
& Construct, or Build & Defend: It’s Command and Conquer: Red Alert. 

You can’t hope to win if you aren’t aggressive. In the single-player mode, meeting 
mission objectives invariably involves attacking the computer opponent; more often than 
not, you’re required to erase the opposition completely. In the multiplayer mode, an 
aggressive stance pays additional benefits because of its psychological effect. A human 
opponent that hasn’t a moment of peace is more likely to make mistakes, or panic. 

Types of Games 

Red Alert offers you the option of playing a scenario against the computer (campaign 
or mission mode), playing a custom, somewhat randomized game against from one 
to seven computer opponents (multiplayer skirmish mode), or playing against human 
opponents with or without computer opponents’ participation. 


Playing a Campaign 

A campaign consists of a set of scenarios, or missions, arranged in a learning curve. As 
you progress, more units and structures become available, and the scenarios themselves 
become more difficult. 


Red Alert’s missions offer a lot of exciting variety. Traditionally, there are two 
types of missions: “Special” or “puzzle” missions give you limited forces to accom- 
plish mission objectives, and no possibility of building extra units; base-building 
missions make you responsible for managing the economy in addition to leading 
your guys in combat. 


In Red Alert, these two basic types often combine in a variety of interesting 
ways. For instance, the Allied Level 5 offers a choice of three (!) missions that each 
start as a special mission, and then turn into a base-based mission following the cap- 
ture of a Red base. The Soviet Level 10 features a very interesting special mission in 
which you must get a truck convoy across a difficult battlefield with the help of four 
Tanks and five aircraft; however, you have the option of capturing an Allied base, and 
bolstering your force with Allied units. Several other scenarios combine the two mis- 


sion types in yet other ways (see chapters 3 and 4 for description). 




Submarines play a somewhat useful role by allowing you to reconnoiter th< 
enemy coast, and get an idea of where some of the enemy buildings are. Left in 
Guard mode, they intercept ships and Transports headed for your beaches; on a cou- 
ple of occasions, my Subs managed to sink a Transport before it had fully unloaded. 
Transports en route usually are quickly torpedoed. 

Submarines’ torpedoes can also destroy bridges and Naval Yards; these are the 
only structures they can target. 


Destroyer 

Cost: 1,000 Credits 

Time to Build: Long 
Spotting Range: Medium 
Speed: Slow 

Firing Range: ASW— Medium; SS and SA missiles- 

Combat Readiness: Average to High 


-Long 


The Destroyer is the most versatile ship in the Allied fleet. Its weapons allow it to 
tackle ground, air, and sea targets with equal effectiveness. 

The Destroyer is the only ship with antiaircraft capability, so it’s a good idea to 
build at least one when building a navy. It rains an unending stream of rockets on 
every ground unit that enters firing range; still, you must protect it from an intelligent 
opponent s V2 rockets and Tank cannon shells. Two Heavy Tanks sink a Destroyer, 
and V2s staying just outside its firing range may also target it. 

The AI uses Destroyers mainly as Cruiser escort. They’re the primary targets for 
your aircraft if you opt for an aerial solution. If you have some Subs handy, it’s a 
good idea to press them into action simultaneously with the aircraft. The same 
applies to situations where you can employ ground forces: Let your Tanks distract 
the Destroyer even if they can’t reach it with their cannon. While the ship is busy fir- 
ing rockets at the armor, your planes can swoop in unopposed by AA fire. 

The Destroyer makes a good defender of Naval Yards, which computer-con- 
trolled aircraft often target. 


V * 
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Gunboat 

Cost: 500 Credits 

Time to Build: Medium 
Spotting Range: Short 
Speed: High 

Firing Range: AS W — Short; Naval Gun — Medium 

Combat Readiness: High 


The Gunboat is the smallest, cheapest Allied ship. It’s designed to combat enemy 
Subs: It is the only ship capable of spotting a Sub underwater, and then only if it’s in 
a neighboring tile. 

The Gunboat’s speed and maneuverability makes it possible to sink Subs with 
little damage. Just run it up and down past the enemy Sub and bombard it with depth 
charges each time you pass. As long as your ship keeps moving, torpedoes will pass 
harmlessly to the rear. 

A variation on this tactic employs two Gunboats — one to do the running, the 
other most of the shooting. Red Subs sometimes wake up in time and retarget their 
torpedoes, but most often it’s too late. In any case, all you have to do is let the former 
decoy take over the shooting, and keep the newly targeted Gunboat on the move. 

Gunboats also can destroy land targets, although units may take up a lot of time. 
Nevertheless, four Gunboats can destroy a Mammoth given skilled management, and 
three can deal with a Heavy Tank. You must take care: Tank cannon are murder on 
Gunboats. 

Of course, all the foregoing tactics apply only when playing against the com- 
puter. You probably won’t get to fight any antisub battles in your multiplayer career. 

Occasionally, Gunboats can play a decisive role — this happens at Allied Level 6, 
where a complex of Power Plants and a Construction Yard can fall to the little guns ! 
(See Chapter 3 for details.) 
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MIG 

Cost: 1,200 Credits 

Time to Build: Varies (depends on number of Airfields) 

Speed: Fast 

Firing Range: Medium 

Combat Readiness: High 


The MIG is the Soviet’s most valuable aircraft. It fires its pack of five rockets in one 
salvo, often when still beyond the range of defending AA fire. Three MIGs take out 
an AA Gun or a Gunboat; four, an Advanced Power Plant; five, a Destroyer; six, 
almost anything. Eight MIGs (and a diversion or two, such as Paratroopers or a hap- 
less Yak) can destroy even a Construction Yard surrounded by AA defenses. 

MIGs reload almost instantly; along with their speed, this is a very endearing 
feature. They don’t do very well when attacking vehicles on the move, but at least 
they’re quickly available to have another try! The five-rocket salvo can also inflict 
meaningful damage on a group of infantry, and kill a single soldier. 


Chinook 

Cost: 1,200 Credits 

Time to Build: Varies (depends on number of Helipads) 
Speed: Medium 


The Chinook is the Red army’s flying APC, without the armor. Available only in mul- 
tiplayer games (the chopper that arrives to fetch Tanya in Allied Level 5, and so on, is 
beyond your control), it’s used by the computer player on both sides in several sin- 
gle-player missions. Watch for enemy infantry appearing seemingly out of nowhere! 
It’s likely they arrived on a Chinook. 

The Chinook can be of help on the battlefield primarily as a means to transport 
Soviet Rocket Infantry, Engineers, and commando teams (the Reds have Tanya in the 
multiplayer mode). It’s very fragile — I’ve repeatedly destroyed computer-controlled 
Chinooks before they had a chance to unload. Remember that, and keep it out of 
harm’s way. 
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Yak 

Cost: 800 Credits 

Time to Build: Variable (depends on number of airfields) 

Speed: Slow 

Firing Range: Medium 

Combat Readiness: Very Low 


The Yak is the cheapest flying thing available. It’s a pretty inaccurate ground-attack 
machine with twin machine guns. As a rule, it wastes half its ammo, but the rounds 
that hit inflict a lot of damage. 

Yaks are best suited for strafing infantry and structures with light armor, such as 
Barracks, Power Plants, and Refineries. They’re vulnerable to AA fire, and I suggest 
you use them in pairs at the very least — the more, the better. This rule applies to other 
aircraft, too; even given a stiff AA barrage, most planes will survive. 

Of course, because aircraft are so expensive, you shouldn’t throw them away 
needlessly. However, the rewards of destroying certain enemy structures can be so 
great that losing a couple of planes is acceptable, and is sometimes the best course to 
take. The Yaks are important in ensuring air superiority because they’re the only air- 
craft capable of dealing effectively with strong squads of Rocket Infantry. The Hinds 
take long to aim, and many are lost as a result in spite of the heavy armor. 

The one rule to remember is to send your Yaks together when attacking a group 
of Rocket Soldiers. If you send three or four, they’re unlikely to shoot any down. If 
you send fewer, there’ll be losses. 

I know some players feel otherwise, but in my opinion the Yak continues to be a 
good anti-infantry weapon even after MIGs and Hinds become available. 


Apache Longbow 
Cost: 1,200 Credits 

Time to Build: Varies (depends on number of Helipads) 
Speed: Medium 
Firing Range: Medium 
Combat Readiness: Low 


The Apache Longbow is the only Allied aircraft in Red Alert. It is tough enough to 
attack SAM Sites, if you only have at least four machines available. Four choppers 
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Ore Thick 

Cost: 1,400 Credits 

Time to Build: Very Long 
Spotting Range: Short 
Speed: Very Slow 


The Ore Truck is perhaps the game’s single most important vehicle. In some ways, 
it’s also the most interesting: I suspect there’s a doctorate in psychology waiting for 
the person who understands the minds of Ore Truck drivers. 

The Ore Truck automatically heads for the nearest ore field the moment you 
build the Ore Refinery. Never mind that the nearest ore field involves a detour that 
leads through three passes, over two bridges, and across an enemy base. If it’s closest 
in a straight line, then it’s closest, period. On more than one mission, computer- 
owned Ore Trucks suddenly drove into my base, promptly got fired on, and got a lot 
of things happening very fast. Your Ore Truck driver is perfectly capable of identical 
behavior if you leave him to his own devices. 

Because an Ore Truck constitutes one of the most attractive targets on the battle- 
field, it makes sense to maintain a couple for each Refinery. However, this may lead 
to mysterious incidents and more bizarre behavior: For example, a truck that appears 
to be moving in for unloading suddenly changes its mind, and parks next to the 
Refinery, where a moment later the other ore-gathering vehicle joins it. 

What happens is that the original Ore Truck, acquired with the Refinery, always 
has a priority over new additions. The moment it’s full, it locks on the Refinery and 
locks out other trucks that may be within inches of their destination. However, some- 
times it registers that another truck has just entered the Refinery parking area, and 
then its driver often happily decides to take a break. 

The only way to untangle the complicated web woven by Ore Truck drivers is by 
redirecting all trucks to a spot near the Refinery. Then instruct the nearest truck to 
enter the Refinery. If this doesn’t work, one of the trucks refuses to accept redirecting 
orders. In this case, instruct the trucks to go to the nearest ore patch, even though 
they’re full. They’ll reregister that fact when they reach the ore, and establish a new 
waiting order for unloading at the Refinery. 
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The Mobile Gap Generator is yet another fancy vehicle in the Allied arsenal. It’s 
meant to hide forces in the field from enemy observation and air strikes. It doesn’t, 
very well, because being in the field involves travel, and Red Alert vehicles refuse to 
travel in formation no matter how many times you press the [F] key. 

The Mobile Gap Generator instantly gives itself away on the battlefield: You see 
a black patch traveling toward you. Any units that try to accompany the MGG are 
often strung out behind (occasionally, a couple actually hide under the Shroud). The 
MGG does serve well as a stand-in for the big Gap model; sometimes, there’s just a 
small patch you want to cover up on the edge of your base. It can also serve as 
backup in case your power supply is cut, and your main Gap goes down. I’ve also 
used it to conceal the start of a new base (the MGG has trouble covering up buildings 
in addition to the Construction Yard). To date, I’ve had the most success when I used 
the MGG as a decoy, sending a couple from different directions, each with a Tank 
trailing, while I set up my main attack elsewhere. 

The computer opponent likes the MGG a lot; there’s usually one or two standing 
around the enemy base in the later missions. It also attempts to use the MGG to pro- 
tect the combat groups it sends against your base. The only thing you really have to 
fear is your infantry’s health — the MGG runs them over with ferocity. It’s not very 
tough, but not very fragile either: Don’t count on your infantry shooting it to pieces, 
as they can the Radar Jammer. 
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nearby. Because it’s the Soviet lineup’s fastest vehicle, you’ll use it for all tasks at 
hand, including those that don’t suit it too well; however, you have no choice. 

Heavy Tanks are expensive, and you should take particular care not to lose them, 
but get them back into your base for repairs. Given the strong armor, they have every 
chance of making it back in spite of their low speed. 


Mammoth Tank 

Cost: 1,700 Credits 

Time to Build: Very Long 
Spotting Range: Medium 
Speed: Very Slow 
Firing Range: Medium 
Combat Readiness: Low to Average 


The Mammoth Tank in the Soviet lineup is a carbon copy of the GDI vehicle in the 
earlier C&C. It fires twin rockets from time to time, carries a double-heavy cannon, 
and can repair itself to 50 percent Health. Given the damage it can take, this means 
you need never repair the Mammoth — if you use it solely for base defense. Just pull it 
back for a little while every time it slides into the red, and let it rest and repair itself. 

The Mammoth is agonizingly slow. However, most Red vehicles are so this isn’t 
the hindrance it might have been in a different lineup. It’s the only mobile Soviet AA 
defense in multiplayer games, and because the late-mission Allied opponent uses 
choppers often, you’ll have to build quite a few Mammoth Tanks. They carry a very 
hefty price tag, but they last, as they say in the ads. 

The AI likes to use Mammoths to spearhead its attacks, but it tends to deploy 
them without good Heavy Tank support. This means you can soften them up consid- 
erably before the Soviet assault begins in earnest. Just watch out for V2s creeping up 
in the back! The computer player also uses single and paired Mammoths in patrols 
and as sentries — the lone Mammoths usually have standard Red infantry support — 
two Grenadiers and a Rifle Soldier. 

Use Heavy Tanks to destroy any threats to your Mammoths. Artillery can be very 
dangerous if firing undisturbed. They’re so expensive to build you should do your 
best not to lose any. 
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The AI uses the V2 very smartly. Whenever Soviet armor attacks, look beyond: 
Usually there’s a V2 or two, or three, creeping up to launch a crippling blow. Get all 
your vehicles moving to avoid direct hits, sell any badly damaged defensive struc- 
tures, and try to get the resulting rifles out of the way quickly. I always keep a small 
group of Tanks for the express purpose of dealing with the V2 threat. 


Medium Tank 

Cost: 800 Credits 

Time to Build: Medium 
Spotting Range: Medium 
Speed: Medium 
Firing Range: Medium 
Combat Readiness: Average 


The Medium Tank is the backbone of the Allied armored forces. Its armor is as good 
as the Heavy Tank’s, the manual says. However, the Heavy’s twin cannon will make 
short work of your Medium in one-on-one situations. Fortunately, the Medium Tank 
is noticeably faster than the Soviet one. 

The Medium Tank’s superior turn of speed means you can combine it with Light 
Tanks to form fast armored groups capable of lightning strikes deep in enemy terri- 
tory. Allied Tanks generally are weaker than their Soviet counterparts, so the best 
way to win the armored duel is to attack small groups of Soviet Tanks with yours, 
and retreat quickly after victory or in case of trouble. Repair the Tanks, and then send 
them out again — and again. 

The computer player doesn’t know how to deal with these strikes. They’re a little 
less troublesome to human players, who tend to deploy aircraft quickly. Because 
Soviet aircraft can kill any AA Rocket Soldier you took along, it’s usually safer just 
to keep your Tanks moving as fast as they can, and turn back for your base if your 
group is badly hit. 
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Light Tank 

Cost: 700 Credits 

Time to Build: Medium Long 
Spotting Range: Short 
Speed: Fast 
Firing Range: Medium 
Combat Readiness: High 


The Light Tank is one of the game’s most charming units. Its fine turn of speed 
makes all sorts of spectacular maneuvers possible. It’s good against both vehicles and 
infantry — even the nimble computer-controlled Grenadiers find it hard to avoid get- 
ting squashed. 

The Light Tank is fairly resistant to damage, noticeably tougher than the APC. It 
can hit a Flame Tower while staying just out of range of return fire; its maneuverabil- 
ity allows you to execute a cruel tactic I call the “Dance of Fire.” When you barge in 
with a Light Tank into a computer-controlled base, the infantry present invariably 
gets excited and starts chasing them around. It’s easy to lead them straight into the 
Flame Tower: They go left, they go right, they go up in smoke. 

I could write a veritable encyclopedia on what you can do with a Light Tank. 
You’re sure to come up with a couple of entries, yourself. This is a great unit to 
experiment with. 

My favorite Light Tank tactics include placing a platoon of Lights on each wing 
and rushing them around enemy flanks to get at the V2s almost always lurking in the 
back. Also, I hunt down enemy Tanks by attacking them with the Light, drawing fire, 
and moving it back and forth. The enemy Tank keeps shooting at the Light, and 
keeps missing, while my other Tanks shoot undisturbed. The Light Tank I used to 
draw fire can join in. The important thing is to be on the move when it’s the enemy’s 
turn to shoot. Note that Tanks happily fire without stopping if the target’s in front of 
them or slightly to one side. 

Assembling a large group of Tanks and moving them en masse is a good way to 
deal with the Red hordes the computer occasionally throws your way. 

The AI uses Light Tanks for offensive patrols, Ore Truck escort, sentry duty — 
just about anything. Some single-player missions feature beach landings of five Light 
Tanks, and you can be sure at least one will get close to penetrating your base 
perimeter. Fortunately, even if it does, it tends to run around rather aimlessly, or stop 
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Ranger 

Cost: 600 Credits 

Time to Build: Medium 
Spotting Range: Long 

Speed: Fast (Very Fast on roads; Slow in difficult terrain) 

Firing Range: Medium 
Combat Readiness: High 


The Ranger is Red Alert’s, take on C&C’s light vehicles (the Humvee and the Dune 
® u 8§y)- It s very similar to the Dune Buggy, except it’s twice as expensive. In my 
opinion, that’s at least 250 credits too much. 

Although it’s an effective anti-infantry weapon when you use it in groups, the 
Ranger is too fragile to take on larger groups of infantry — and God forbid a Soviet 
Tank should appear on the scene. Its spotting range is its biggest advantage, but even 
that can’t compensate fully for all its shortcomings; it’s difficult to penetrate an 
enemy base with a Ranger given its awful vulnerability. Light Tanks tend to do the 
job much better! 

If you’re determined to use a Ranger for recon tasks, take my advice and keep 
a close watch on its adventures. I strongly suggest you include a Light Tank as 
backup: It may save the other vehicle by stepping in and drawing enemy fire at a 
crucial moment. 

When deploying Rangers as part of a vehicle group, place them in the rear and on 
the flanks. Move them forward when you’ve already engaged enemy forces, and be 
quick to withdraw any damaged ones (they go from yellow to nothing very quickly!). 

Rangers can be useful as support for armored groups. In this role, they concen- 
trate mainly on finishing off crews of destroyed vehicles. 
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Thief 

Cost: 500 Credits 

Time to Build: Medium 
Spotting Range: Medium 
Speed: Slow to Medium 


The Thief is another novelty. You don’t get to use it in single-player mode until the 
last Allied mission. That’s a pity, for it could have been useful earlier, and it’s almost 
completely useless in a multiplayer campaign. Thieves steal half the enemy’s credits 
when you direct one to enter an Ore Silo or Refinery 

Thieves are easily recognizable as enemy units, and they’re very fragile, so get- 
ting one to that Silo or Refinery is quite a task. The best way to do so is in a raid, with 
a couple of Thieves loaded aboard an APC. The AI tries to sneak some Thieves past 
you in the Soviet campaign: Once you learn how easy they are to spot and kill, you’ll 
be extra careful with your own. 

All that care may be wasted anyway, because in multiplayer games credit 
reserves tend to be in the low thousands, at best. Launching an expensive raid solely 
to stealing one or two thousand credits is far from a good idea, unless you plan to 
accomplish other objectives at the same time. 


Engineer 

Cost: 500 Credits 

Time to Build: Medium 
Spotting Range: Short 
Speed: Slow 


The Engineer is familiar to all C&C players, so you may have to unlearn some notions 
for Red Alert. He can’t capture buildings as easily as he once could, and Engineer 
raids are no longer a sure source of profit. On the other hand, the Engineer can fully 
repair buildings in a blink of an eye, which can be very useful in emergencies. 

Engineers are quite fragile, and you must protect them well at all times: It’s wise 
to keep them in an APC when playing for the Allies (the vehicle doesn’t survive a 
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Tanya can be absolutely lethal in multiplayer games where she’s available to 
both Soviets and Allies: She’s quite resistant to damage. Given her relatively high 
speed, it’s possible to blow up a whole series of buildings very quickly. She’s pre- 
dictably excellent at shooting scores of enemy infantry before they even get a chance 
to close within range. 


Paratroopers 

Cost: Gratis 
Time to Build: Long 
Spotting Range: Short 
Speed: Slow 
Firing Range: Short 
Combat Readiness: High 


Paratroopers are simply Rifle Infantry. The big differences are that Paratroopers 
come free of charge, they land wherever you want them to (except in water), and 
every so often you get five at a time. 

Building an Airfield early on can eliminate the need for building Rifle Infantry 
by the Soviet player. Alternatively, you may use Paratroopers for base strikes and 
diversion, as well as to explore the map. Five Paratroopers don’t need much time to 
destroy an Allied Power Plant, and you’ll deploy them again and again to that pur- 
pose in the mission mode. 

In multiplayer games, paradrops on the enemy base are usually wasted, unless a 
parallel effort supports them. I usually use them for exploration, as a source of free 
Rifle Infantry, and as a diversion — for instance, a paradrop on the enemy base as I 
move in to attack the Ore Truck. 
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Rocket Infantry 

Cost: 300 Credits 

Time to Build: Short 
Spotting Range: Short 
Speed: Very Low 
Firing Range: Medium 
Combat Readiness: High 


The Rocket Soldier is exclusive to the Allied lineup in single-player mode, and a fea- 
ture of both army types in multiplayer games. It’s very good against aircraft, vehi- 
cles, and structures, but virtually useless against infantry. 

The Rocket Soldier’s main weaknesses are his low speed — he takes ages to get 
anywhere — and fragility. Even slow-moving Soviet Tanks can squash him easily, and 

he dies on the second hit from a Rifle Soldier. Yaks usually need two passes to kill a 
single Rocket Soldier. 

Rocket Infantry are best used in squads, with a permanently attached Medic. 
They’re best for base defense; however, you’ll often have no choice but to take them 
along as AA protection. Without extra attention they’re easy to lose in the chaos of a 
battlefield. It’s best to transport Allied Rocket Infantry in an APC and deploy them 

only as necessary. Soviet Rocket Infantry face even greater dangers, even when arriv- 
ing by chopper. 

The computer likes to deploy Rocket Infantry singly, or in scattered groups in 
AA mode. It also quite often sends out strong squads of Rocket Infantry onto the bat- 
tlefield, sometimes including a Rifle Soldier for protection. Needless to say, a group 
of five walking Rocket Soldiers presents an easy target; however, better not try run- 
ning them down with armor. The computer-led infantry moves with surprising 
agility, and manages to continue firing at your vehicle almost the whole time. 

The Rocket Soldier’s worst enemies are the Grenadier and the Flamethrower. 
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In addition to training them in your Barracks, you may obtain Rifle Infantry by 
selling most of your base structures; they’re never the bargain they were in the old 
C&C, however. (Read the “Structures” section for details.) 

You 11 also get Rifle Infantry whenever you lose a combat vehicle. Often they’re 
badly wounded, and die quickly; once in a blue moon, they accomplish a heroic feat 
and actually gun down the damaged enemy vehicle that destroyed their own wheels. 


Grenadier 

Cost: 1 60 Credits 

Time to Build: Very Short 
Spotting Range: Short 
Speed: Slow to Medium 
Throwing Range: Short to Medium 

Combat Readiness: High 


The Grenadier is exclusive to the Soviet lineup, and is a more sophisticated unit than 
the Rifle Soldier. He s noticeably stronger in offense: A single grenade can seriously 
harm a whole squad of infantry. This destructive power is also well-suited for use on 
buildings and lighter vehicles. 

Unfortunately, the grenade takes a long time to land, and moving enemy units 
consequently escape most of the blast. Only stationary units and structures are fully 
affected. In practice, you’ll catch a sleeping enemy infantryman off-guard from time 
to time, because a Grenadier has a longer Throwing Range (more than three tiles) 
than the standard infantry spotting range (two tiles). Grenadiers are also predictably 
good at destroying structures, and can throw grenades over walls and ridges — a valu- 
able characteristic when assaulting or defending a base. 

The AI pushes this structure-destroying talent to the extreme by deploying strong 
squads of Grenadiers against Pillboxes. If you don’t repair the Pillbox, they just may 
succeed! Supported by a rifle, they’re a popular addition as infantry escort for vehicles. 

The Soviet-style army often uses Grenadiers as recon units, since the fastest 
Soviet vehicle — the Heavy Tank — is dismally slow. 
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only Soviet units to recognize Spies for who they are. It’s interesting to note that 
those talented Dogs are more expensive than soldiers. 

Other noninfantry infantry types include the Spy and the Thief. The Spy can be a 
valuable unit in multiplayer games, and, of course, many missions feature it. The 
Thief is a somewhat silly misunderstanding, based on the assumption that humans in 
multiplayer mode gather credits as if they were saving for retirement. Ironically, only 
the single-player mission mode provides an incentive to build up credits, in letting 
the player determine the Economy score; yet the Thief is absent from almost all sin- 
gle-player missions (you get to use him only once). 

C&C’s wildly popular, gravel- voiced Commando has undergone a sex change to 
become the equally gravel-voiced Tanya. Instead of a sniper rifle, Tanya comes 
equipped with a pair of magic Colts outranging M60 machine guns. However, she 
has a couple of distinct advantages over the old Commando: She doesn’t get hurt 
when she blows up buildings — and she destroys bridges, to boot. 

The presence of a Medic in the Allied lineup may have bearing on the foregoing. 
The Medic is a thoroughly useful type who returns all nearby infantry to full health. 
In theory, this makes the Allied infantry indestructible, and you’ll have to prove it in 
practice before you manage to complete the Allied career (Mission 13, explained 
later in great detail). 

Infantry types familiar from the old C&C appear in two new lineups— the Soviets 
and the Allies — and have slightly revised characteristics. Rifle Infantry is the equiva- 
lent of C&C’s Minigunner, and performs a similar role. The Grenadier is also similar, 
though he seems to have an increased propensity for blowing himself up along with 
nearby comrades. Also, Grenadiers seem less effective against vehicles. 
Flamethrowers have become some of the slowest infantry on the battlefield; they used 
to be some of the fastest, under Nod colors. The flame’s range is now sharply defined. 

Bazookamen are now Rocket Soldiers. They remain as versatile as ever; actually, 
they’re even more important, given the increased presence of aerial units in the new 
game. Finally, the almighty Engineer has been demoted. It now takes up to four 
drunken-sounding sods to capture a healthy Construction Yard, but their ability to 
instantly repair a building to full health is extremely useful in emergency situations 
(for example, following a nuclear explosion). 

Paratroopers, available to the Soviets, are possibly the game’s best new infantry 
unit. They become available at set intervals once you get an Airfield, and consist of 
five suitably suicidal Rifle Infantry you can drop anywhere on the map. If you order 

them to jump into water, they’ll gracefully settle on the nearest solid footing, whether 
beach or bridge. 
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